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GET ALL CAUGHT UP 


Hey there, Nintendo Force fans! And a special welcome to any of you 
who are newcomers to the NF readership. We know that there are tons 
of you out there who have just joined the Force for the first time by way 
of our new Patreon page, and we're happy to have you as part of the 
team keeping the legacy of Nintendo print coverage alive! 


If you are just now jumping in, you might not be aware that we've got 
an online storefront that's separate from the Patreon page, located at 
NFMagazine.com. There, you can buy back issues to get caught up on 
the NF action you missed before you became a subscriber! 


You can purchase these earlier issues one at a time if you like, or you 
can check out our bundle options. Our newest bundle assembles the first 
three issues from 2016 together as a set, and knocks a couple dollars off 
what you'd otherwise pay if you bought them individually! АП back issue 
orders of print copies come packaged with the posters originally sent 
out to subscribers, too, to get your walls caught up as well! 
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INBOX 


THE TESTS OF TIME 


Back to the Future is my favorite film. You may 
have gathered that from some references sprinkled 
here and there throughout our past issues, but in 
this edition we're wearing our love of time travel on 
our sleeves! 

It’s such an intriguing science fiction concept, in 
that time machines are not just a "wouldn't this be 
cool?" piece of technology like a lightsaber or a 
hoverboard - rather, the idea of their existence 
strikes at the core of the human desire for second 
chances. We all live in this linear progression, one 
day to the next, having to deal with any mistakes 
we make along the way. But time travel? We'd be 
able to go back and right any wrongs! It's no 
wonder it's such an appealing fiction for so many. 

Video games have played with the flow of time in 
their stories and gameplay mechanics in myriad 
interesting ways, and our cover game for this issue, 
Zero Time Dilemma, presents yet another new spin 
on time manipulation. Read about it on Page 46! 

Then, springboarding off that preview, we've got 
our titular feature "The Fight Against Time" that 
looks back across the best time travel tales and 
time manipulation mechanics that have graced 
Nintendo's platforms over the last three decades. 
Because what's even more interesting than playing 
around with time's natural flow is when time fights 
back, becoming itself a foe for gaming's heroes! 

Our Retro section casts your mind back in time as 
always, this time with retrospectives on Mario's 
Time Machine and the unlocalized oddity Time 
Twist. Our Character Profile? It goes to Crono, the 
hero of Chrono Trigger, the SNES time travel RPG 
masterpiece. And we even take our first major look 
at the next Legend of Zelda adventure, Breath of 
the Wild, which already has every indication that 
it's going to continue the Zelda series' longrunning 
theme of time manipulation too! 

Thanks for taking the time to read this! 


A 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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LETTERS 


My favorite usage of time in a game is 
definitely Chrono Trigger. That game is 
one of my favorites of all time, and the 
ability to travel to different time eras of 
the world added so much variety. From 
the simple prehistoric world to the tech- 
nology rich future and everything in 
between, there was just so much to do 
and see. 

ІНІ could travel through time, | would 
want to visit the future to see how 
everything progresses from where it is 
today. | would want to travel about 50 
or 60 years ahead to compare that 
world with the current one. 

- MICHAEL LARSON 


My favorite use of time in a game 
(sorry, Partners in Time!) has got to go 
to Majora's Mask. The idea of needing to 
replay the game over and over, seeing 
the impacts your actions made and how 
things changed with each route you 
took was really cool and innovative. 
until the very end of the game, you 
have to go through this world where, 
unlike most Zelda games, it's impossible 
to save the world. People have given up, 
they're in denial, they're angry and you 
don't have enough time to help 
everyone. Upon reset, each time you 
complete the three days and make 
progress, someone's going to still be 
left with a problem unsolved. It really 
makes you think about doing the 
most you can with the time you have in 
the world, both in the game and 
outside of it. I'd love to see a similar 
mechanic return with even more depth 
to the effects of the actions in modern 
day. - NOAH GOODMAN 


The Mother 3 untranslation saga 
continues (but more on that on 
Page 9). For now, let’s get to our 
Inbox responses! We asked you a 
couple of questions about story- 
telling in games in our last call 
for responses, but decided to 
make a change in direction for 
this issue’s theme and focus on 
the concept of time in games 
instead. So we polled our 
Patreon supporters to ask what 
your favorite usages of time in 
video games have been, as well 
as what you’d do if you could 
travel through time yourself! 
Would you go to the past? The 
future? Let’s find out! 


I'd go forward to March 2017. There's 
the new Legend of Zelda game, the NX, 
and I'm getting to go to London! 

- ALINKBETWEENTIMES 


I'd rather have the ability to manipulate 
time than to travel through time. | 
would sleep as long as | want, then 
make it so that when I only have 10 
minutes left to get to work, I'd either 
stop or slow time until I get there. (I 
would be very responsible with my 
power.) - BRANDICE ENGLISH 
Sure, sure. That's what supervillains 
say before trying to take over the 
world! 


My favorite use of time is in Eternal 
Darkness. Using multiple time periods 
to drive the story was insanity! - TIM 
SMITH 


| think Chrono Trigger has the best 
usage of time travel. It was ahead of its 
time in terms of having decisions made 
in the past affect the present and 
future, and the use of multiple endings 
based on when/how you beat the game 
was excellent. 

If | could time travel, | would go to 
the future to see how far technology 
has come, and maybe bring some of it 
back to the present day! - JORDAN 
RUDEK 


My favorite usage of time in a video 
game is simple, but it’s Animal Crossing! 
I've always loved that the time in the 
game is a reflection of what time it is in 
real life. So, when I get on in the early 
morning hours, the villagers are still 


THE UNIQUE TYPING DEBATE 


In our last issue, a few of the Nintendo Force team members 


shared their wishlist features for the upcoming Pokémon Sun 
and Moon. Thor requested that Trainers in the new generation be 

given a great new all-in-one gadget, and Jonathan wanted to be shocked 
by all-new forms for past Pokémon, specifically referencing when he saw 
Rotom transform into a washing machine for the first time – and both 
wishes were granted by the reveal of the new Rotom Pokédex! Another 
request we had was for new monsters to arrive with unique, never-before- 
seen type combinations, suggesting combos like Poison/Fire or Fairy/ 
Dragon. But once the issue hit our subscribers' mailboxes, NF reader Jayce 
Catherall quickly called our attention to an oversight on our part! He 
reminded us that Altaria, normally Dragon/Flying, becomes half- 
Dragon and half-Fairy when it Mega Evolves! Good call, Jayce. It 
would still be cool to see a normal, catchable-in-the-wild Fairy/ 
Dragon-type, but we do have to admit that the introduction of 
Mega Evolutions has brought with it more unique type combos! 
What never-before-seen combos would you like to see in Alola? 


sleeping, the music is relaxing and the sun is just 
barely peeking over the edge of the screen. Not only 
that, but I really appreciate the events that only take 
place during a certain time. It helped teach me 
good, real-life time management skills. - GLENN 
JOHNSON 


In retrospect it's probably a small detail, but the 
addition of the clock and the day/night cycle in 
Pokémon Gold and Silver was mind-blowing for me 
at the time. Not only did it matter where you looked, 
but when you looked affected what 'mons you could 
find. - KENNETH NYMAN 


While The Legend of Zelda: Ocarina of Time is my 
all-time favorite game, and would be an obvious 
choice for best usage of time, | would actually have 
to pick the original Metroid for NES. | can still 
remember the first time | defeated Mother Brain (а 
hard enough challenge), and thinking the game was 
over. Then all of a sudden, finding out there was a 
time bomb set and having the final challenge being 
to get out of Tourian alive! It was completely unex- 
pected, and I can recall my pulse racing and the sat- 
isfaction I felt trying to climb out in time before the 
bomb went off! Then, of course, you have the addi- 
tional surprise bonus of gaining the knowledge that 
Samus Aran was in fact female (a pretty big deal at 
the time), but only as long as you defeated the 
entire game in the appropriate time. So, Metroid 
had two very successful usages for time in a video 
game! - SEAN MORROW 


My favorite usage of time in a video game is in the 
Pikmin series. The first Pikmin game had the 30-day 
time limit to gather all of the required parts to 
repair Olimar's ship. Many people were turned off by 
the 30-day limit, but | thought the game was 
designed perfectly to make it easy to complete while 
still being rewarding. Pikmin 2 and 3 abandoned the 
strict time limit, but what Pikmin 3 added was the 


ability to graphically compare your completion time 
with everyone else in the world via the Internet 
(including Mission Mode times/scores for the more 
hardcore crowd). The Pikmin series is so interesting 
because it would stand perfectly well on its own 
without there being any notion of timekeeping in the 
games, but the decision to include the element of 
time brings an added level of depth to the experi- 
ence that allows you to choose whether to challenge 
yourself or just enjoy the beautiful environments 
casually. - CHRIS NEDLIK 


My favorite use of time has to be in Wario Land 4. 
You go through a level at your own pace to find 
treasure and then reach the end. However, at the 
end, you find a switch which activates a time limit 
and you have to run back to the beginning of the 
stage! There are cool twists as well, such as blocks 
that appear or disappear once you've hit the switch, 
or a lava stage that freezes over, and the last level 
has you hit the switch at the start! It's got to be the 
most creative use of time limits I've ever seen. 

If | could travel through time, | would go about 20 
years into the past, and maybe invent a certain 
website before anyone else can. Maybe I could call it 
"Google," or something? - ZEEMAAN HAQUE 


This one is kind of personal. When | was about two 
years old, my Mom took me to a doctor who diag- 
nosed me with a... learning disability. Suffice it to 
say, he specifically told my distraught mother that I 
would never be able to read, write or perform basic 
math in my entire life. So if | had a time machine, I 
would travel back to the day after that doctor gave 
my mom the diagnosis, show him my Bachelor's 
degree, my А+ certification, the eight-page essay | 
wrote discussing Chopin and the vacation fee calcu- 
lation program I wrote in Python, and shout "In your 
Ғасе!". - KYLE EMCH 


Thanks for talking time with us, everyone! 


са 


DON'T ANGER С 


THE OX 7. 


So my brother who's in medical school read this 
article about how Link was given his name. Turns 
out they named him Link because he's meant to 
connect the player to the game. What do you 
think of this? Better yet, did this article actually 
exist? | haven't looked around for the article 
itself very much, but I trust my brother's word 
since the idea seems to make a lot of sense. Give 
me some feedback, Sir Ox! - JORDAN RIVET 
I’ve seen that one tossed around — even 
stated as fact — but Mr. Miyamoto told Game 
Kult in an interview that the original game 
was initially intended to be set in both the 
past and the future (the Triforce was going to 
be built out of computer chips), and the main 
character would travel between those two 
eras and be the "link" between them, hence 
his name. 
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| didn't think Zelda could carry a show 
for two days, and boy was | wrong! 
Breath of the Wild looks amazing and 
Nintendo knew it could stand by itself 
and carry their corner. Just look at the 
Twitter stats that have been flying 
around for proof that Zelda took that 
show! | guess we should learn just to 
trust Nintendo. They knew they had 
something good, and wow, did they 
deliver! - MICHAEL OPFERMAN 


| was at ЕЗ this year, and I think 
Nintendo handled E3 excellently. You 
know everyone wanted to play the Zelda 
demo, and Nintendo knew that people 
wanted to play the Zelda demo, so they 
made sure that there were enough 
demo stations to keep the wait line 
moving as fast as possible, while still 
giving attendees ample time to explore 
and interact with the demo. And they 
gave us an immersive experience, with 
giant-sized real-world displays of parts 
of the game. It was so much fun just 
wandering around the Nintendo booth 


seeing monsters and crossbows and 
everything! - STEPHEN STAVER 


I'm not going to pretend I wasn't let 
down by the lack of Mother 3, but the 
thing is, I'm not disappointed for myself 
- Рт disappointed that more people 
don't get to play the game right now! 
Maybe it's coming soon, maybe not, but 
it would've been great to fill in the 
summer months with something as 
huge as Mother 3 to complement 
Rhythm Heaven Megamix and Tokyo 
Mirage Sessions #ЕЕ. - MICHAEL 
BURNS 


While most people were upset that 
Nintendo wouldn't have a traditional 
press conference or Digital Event this 
year, І remained optimistic, knowing 
they'd deliver with fantastic new Zelda 
footage. In the end, they exceeded 
everyone's expectations! Calling Breath 
of the Wild "phenomenal" would be an 
understatement. The game absolutely 
blew me away! - STEVEN AMISON 


THE POKÉMON MASTER 


You never know just who you're going to run into when 
you attend E3 in person! That's our very own Daan 
Koopman giving the thumbs-up on the right, and 
mirroring his pose is none other than the producer of 
Pokémon Sun and Moon, Junichi Masuda! Mr. Masuda's 
been a Pokémon producer for years and has also been 
the lead composer of several Pokémon soundtracks – 
and he's even one of the deciding voices in approving 
or rejecting new monster designs. (So if you're anti- 
Popplio, you can maybe blame him.) 


As far as Nintendo's booth and their 
presence at E3, I think they knocked it 
out of the park! But their livestream and 
presentation of games/announcements 
could've been better. Specifically, when 
they showed Pokémon Sun and Moon, 
they talked a lot about basic Pokémon 
things most Pokémon players know 
about. - ANDREW WIMPY 


As someone who picked up that gold 
NES cartridge at our mall game store 
way back in the day and had my imagi- 
nation go wild staring at the manual's 
illustrations, Breath of the Wild actually 
took my breath away. For all my frustra- 
tions over the years over Nintendo 
holding my hand in recent Zelda games, 
it finally feels like they heard what we 
want. Seeing on screen what | imagined 
in my childhood made this Nintendo's 
best ЕЗ in years. - JJ MAHONEY 


It seems like our readers were pretty 
happy with how Nintendo handled E3 
this year! Well done, Big N! 


QUESTION #1 


Tell us about a game that 

you thought looked bad 

before you played it, but 
then you ended up 
enjoying it after all! 


Send your responses to PlayersPoll@NFMagazine.com with the subject line 
"Player's Poll for Issue #22" - this time, one reader whose answers are 
picked for print will win a copy of the upcoming Paper Mario: Color Splash! 


THE PLAYER'S POLL 


As always, it's in your best interest to contribute your thoughts to the NF Inbox, 
because you might just win something for your trouble! Your new chance to win 
is below, if you'd be so kind as to give us your opinions. Answer all three! 


QUESTION 22 


The Zelda series is doing 

something new and fans 

love it. But Metroid's also 
doing something new, 
and fans hate it. Why? 


QUESTION #3 


What's your take on how 
the Paper Mario series 
has evolved? Do you like 
the newer games, or wish 
the RPGs would return? 
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WE'RE STILL FOUR years away from 
the planned opening date of 
Nintendo's Universal Studios theme 
park in Japan (book your tickets 
early), but attendees of this year's E3 
2016 might just have gotten a glimpse 
at what's in store in 2020. Nintendo 
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NINTENDO AT E3 2016: ZELDA GALORE! 


Showgoers were transported to the land of Hyrule with a full immersion into Breath of the Wild! 


completely transformed its entire 
allotted floor space in the Los Angeles 
Convention Center, turning the whole 
area into a miniature theme park full 
of artwork, models and even masonry 
inspired by The Legend of Zelda: 
Breath of the Wild. Everything was 


built at true-to-life size, so you could 
see what Link sees with your own 
eyes! A snarling, pig-snouted Bokoblin. 
A huge, tentacle-legged Guardian. Link 
himself, of course, with an arrow 
ready to fly into his foe's eye, and even 
several less dynamic objects just to 
complete the "full immersion," like a 
skull-shaped treasure chest and a 
cooking pot filled with the kinds of 
new foods Link will eat in the all-new 
sequel. 

You haven't truly played a demo of 
a new Zelda sequel until you've played 
it while standing inside the crumbling 
remains of the Temple of Time! And 
thousands of fans knew that, as over 
the course of three days some show- 
goers spent hours upon hours waiting 
in likely the longest lines E3 has ever 
seen. They must have been literally a 
mile long! People were desperate for 
the once-in-a-lifetime experience. 
(Well, unless these models end up 


reused in a few years for that theme 
park in Japan. That wouldn't surprise 
us a bit.) 

The complete focus on nothing but 
Breath of the Wild on the show floor 
was mirrored with Nintendo’s video 
stream for fans tuning in from around 
the world, as the new Zelda domi- 
nated the focus of the Treehouse Live 
broadcast’s first day this year. NOA 
President Reggie Fils-Aime kicked off 
the broadcast with the world debut of 
Breath of the Wild’s official trailer, to 
the great satisfaction of Zelda fans 
who'd been waiting for years to see 
the game fully unveiled. And with 
hours of gameplay footage to follow, 
we were all extremely hyped to dive in 
and learn more about this new take on 
Hyrule! So the next thing Reggie did 
was... pull a hard swerve into talking 
about Pokémon Sun and Moon. 

Ah, Nintendo. You never cease to 
amaze and dismay your fans. 


Now, granted, Sun and Moon аге 
going to be completely huge games as 
well, likely selling even more than the 
new Zelda — but it was such a sudden 
shift and so poorly timed that tons of 
online fans were, let's just say, mildly 
frustrated. The negativity was short- 
lived, thankfully, as the Pokémon team 
shuffled off the stage after about 40 
minutes, and the rest of Treehouse 
Live Day 1 was nothing but Zelda. 

We've broken down the game and 
its myriad features into a five-page 
preview beginning on Page 27, but if 
you missed watching it live, it would 
be worth your time to surf over to 
Nintendo's official YouTube channel 
and catch up on what the Big N was 
broadcasting, as each segment was 
more fascinating than the last. One 
segment focused on the combat in the 
game. Another centered on the all- 
new cooking features. Still others saw 
Treehouse employees guiding Link to 
enter into the new Shrines that dot 
Hyrule's landscape, with nearly all of 
those granting him some unique new 
gameplay mechanic to play around 
with. 

By the time the day was done, it 
was clear that Nintendo had made the 
right call. It seemed wildly weird that 
the company would focus their entire 
E3 show on just one game (as they 
announced ahead of time), but Breath 
of the Wild earned that attention. 


On the second day of the show, 
Nintendo settled back into a more tra- 
ditional presentation schedule that 
covered several different upcoming 
games, including making the debut 
announcements for the all-new IP Ever 
Oasis and the latest sequel in the 
Mario Party series, Star Rush. But 
even then, the Treehouse team's love 
of Breath of the Wild was 
still on vivid display, as 
they managed to work 
in one more Zelda 
segment late in the 
day! Yes, E3 2016 
was wall-to-wall 
Legend of Zelda. 
And it worked! It 
was the right call. 


Before the show opened, 
some fans were bummed 
that the mysterious new 
NX console wouldn't be 
getting revealed there. 
But afterward, no one 
was talking about NX 
any more! Zelda caught 
everyone's imaginations 
and wouldnt let go! 


- LUCAS 


THE WAIT CONTINUES 
Alas, there was no Mother 3 at E3. 


TIME TO EXTEND the Timeline. 

In our last issue, we chronicled the decade-long struggle fans have 
endured trying to get Nintendo to recognize the demand for Mother 3 
outside Japan. The game - a sequel to the 1995 cult classic EarthBound 
- was launched in Nintendo's home country on April 20, 2006, and it 
seemed like the 10th anniversary of that date this past April would 
have been a great occasion for the company to finally confirm an 
official localization for the adventures of Lucas, Duster, Kumatora and 
Boney. But that day came and went without any word from the Big N. 

Attention then turned to Sunday, May 8: Mother's Day. What better 
way to celebrate Moms than by finally releasing the most Mom-focused 
game in Nintendo's history, in English? But that day came and went too. 

Finally, fans focused their gaze on Los Angeles. EarthBound was re- 
released through the Wii U Virtual Console just after E3 in 2013. Reggie 
acknowledged the fans' love of Mother 3 directly through a joke in the 
E3 2014 Digital Event. Then, just last year at E3 2015, the whole week of 
announcements was kicked off with the surprise release of the 8-bit 
series originator, retitled EarthBound Beginnings for its 26-years-late 
debut in North America. Surely, the groundwork had been laid for E3 
2016 to be the place where Mother 3 would finally, officially, get its 
long-overdue English-language announcement! 

But it came. And it went. 

The rumors that drove us to dedicate our 21st issue to Mother 3 so 
completely asserted that the game would finally be released in English 
in 2016. And while the fact that it wasn’t revealed at E3 is dishearten- 
ing, it's not the absolute end of the road - 20165 still got six months 
left. So the wait continues. And the hope endures. Mother 3 fans are no 
strangers to disappointment by now, but they won't be stopped! 


Nintendo needs to launch Mother 3 on 


Wii U before the end of this year if only for 
the fact that there's so little else on the 
schedule for the home console between now 
and Christmas! Paper Mario: Color Splash is 
all alone on the release calendar, as the only 
first-party title still planned for Wii U in 
2016. Everything else is on the 305! 
Come on, Nintendo! Do it! - LUCAS 
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COLLECTORS CORNER 


THE ULTIMATE ADVENTURE IN FOOTWEAR 


Nintendo and Vans have teamed up to power up your feet. 


WHEN YOU THINK Nintendo, you rarely think of shoes, but a new collaboration with Vans has people 
doing just that. A slew of crossover merchandise just flooded the Vans online store and their brick-and- 
mortars, ranging from an impressive shoe line to hats and shirts as well. Mostly focusing on the NES 
era, shoe styles draw from box art as well as in-game pixel graphics to decorate the footwear. NES 
controllers, Donkey Kong hiding in classic Vans prints, a Duck Hunt Snapback hat with the dog 
chasing ducks and wild pixel patterns from Zelda and Mario will have heads turning. 
The shoes even come in an NES replica box, so no detail was spared! There are 
even toddler and kids’ sizes that sport designs exclusive to that size, 
as well as backpacks, socks and hoodies. And we 
thought we were just getting shoes! The shoes 
range from $35-$75 depending on size, and 
much of the other merchandise is on the 
steep side, but for exclusive stuff, what 

do you expect? When Nintendo said they 
would expand their licensing, they 

really weren't kidding! 


WAKE YOUR OWN WIND 


... or conduct some music, perhaps. 


I COULD NOT figure out why the Symphony of the 
Goddesses concert tour was limiting merchandise to 
posters and shirts, when they could be selling record- 
ings and props! While a recording or video of the actual 
event would be amazing (hint hint), this Wind Waker 
baton prop is a nice start. This prop is $40 and they're 
expected to hit probably as you're receiving this 
magazine. Hopefully there's something more to the 
piece than being a resin replica, as I'd actually want to 
control the wind for that price! 


sS 
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MASTER QUEST 


WIND WAKER 


Two VARIANTS OF VARIA 


Get the latest Samus statue with lights or without. 


FIRST 4 FIGURES has been busy, adding statues to almost all of its held licenses. One that had 
been almost forgotten was the Metroid line, but they couldn't forget that Samus’ 30th birthday is 
coming up in August! A 1:4 scale statue has been made to commemorate the occasion (though it's 
slated to actually hit early next year). Standing over 20 inches tall, Samus in her Varia suit will 
stand on her signature stylized "S" logo and cost $385. And if you want her to light up, snag the 
exclusive edition and watch her visor, blaster, arms and even legs light up! $430 is the asking price 
for that, and it's no small price to pay, but considering the size and detail it makes sense. You can 
still pre-order both, but edition sizes have been decided at 2,000 for the regular and 1,500 for the 
exclusive. First 4 Figures has added several staff positions, allowing for more accurate turnaround 
time, better quality and higher edition sizes, and those are all great things for us fans! You should 
also subscribe to the First 4 Figures Collectors Club, as Alex Davis is very open about the business 
and always listens to fan requests about potential statues and changes to existing ones. 
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Collector's Corner is compiled Бу Brett Martin, the world record holder 


for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 


The Video Game Memorabilia Museum, at videogamemm.com 


BECOME MEGA MAN'S BROTHER 


A fully wearable Proto Man helmet is available now! 


THE WEARABLE MEGA MAN helmet, while an awesome concept, looked and felt a 
little awkward. This Proto Man helmet looks even cooler, but will it sit on fans' heads with 
the same awkwardness of its predecessor? All we have now аге a few photos of the 
product itself, but not of someone wearing it. The helmet splits in a different way than the 
Mega Man version, which may make all the difference. The sunglasses are sheer but likely 
don't function as actual sunglasses. $160 is what the Capcom Store is asking for it, but for 
that price you also get Proto Man's signature yellow scarf! It's due this Winter. 


ARCAD E STYLE! The coin-op look returns. 


NECA BROKE THE Internet with its announcement of Contra figures, and they obviously 
really tapped into something. As a follow-up, they took another one of their licenses and 
are now offering Teenage Mutant Ninja Turtles figures based on the iconic Konami brawler 


arcade game. Two sets - a Turtles set and a Foot Clan set - will be released this year at 
San Diego Comic Con. The accessories are also game-accurate and plentiful. Let's just 
hope there are some left over for us not lucky enough to attend SDCC! Keep it up NECA! 


‚атпоо: 
ОРПАТЕ 


THE TRUE GLORY of amiibo shines once again! The most 
wished-for wish from the most dedicated of fans has been 
miraculously granted, as Nintendo has officially confirmed 
that a Waluigi amiibo does exist! The snidely, spindly star 
of such crowdpleasers as 2000's Mario Tennis and 2005's 
Dance Dance Revolution: Mario Mix is finally getting his 
due here in 2016. November 4, to be exact! 

Seriously, though, it's very cool that Waluigi is getting 
an amiibo at last. He has tons of fans. Waluigi Time!!! 

He won't arrive on store shelves all by himself, though, 
as two more new arrivals from the Mushroom Kingdom 
will accompany him: Princess Daisy and Boo. And the Boo 
amiibo will glow in the dark! That will be just too perfect. 

But even more Mario series amiibo will drop that same 
day as well: new poses for Wario, Rosalina, Donkey Kong 
and Diddy Kong. We've been waiting for the first three of 
those ever since Mario Party 10 debuted over a year ago, 
so it'll be nice to finally have their Mario series sculpts and 
not have to use their Smash series versions there any 
more. (You are all still playing Mario Party 10, right?) 

E3 is where Nintendo made the announcements for the 
seven new Mario series amiibo, and third-party amiibo 
supplement maker PDP got in on the action by showing off 
three new amiibo display stands on the show floor too. 
The first recreated the look of the original Donkey Kong 
arcade machine's construction site playing field, with 
three tiers of platforms on which to place your figures. 
The second is perfect for Bowser, as it adapts the look of 
his first castles from the original Super Mario Bros. and 
has a motorized, spinning Fire Bar! And the third is meant 
for Zelda figures, as it's a small pedestal accented by the 
Master Sword. Speaking of Zelda, though, | think we may 
have more amiibo news to share a little later into this 
issue... 
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MiNECRAFT MEETS SUPER MARIO 
The mash-up's now official . . . and on store shelves! 


TWO OF THE biggest franchises in gaming have officially teamed up. Nintendo, Mojang 
and Microsoft worked together to bring Minecraft to the Wii U eShop last December, and 
now they've expanded it further with the release of the free Super Mario Mash-Up Pack. 

That's right, you can play as Mario, Luigi and Bowser in the sandbox game, even 
exploring a premade world full of Warp Pipes, Fire Flowers and coin blocks. Want to fly 
around Peach's Castle as Toad? Want to break bricks on Bowser's Airship as Birdo? 
Nearly anything you can imagine is possible! There are 40 skins in total, meaning charac- 
ters like Peach, Donkey Kong, Yoshi and the Koopalings are playable too. 

The Mash-Up Pack also brings new enemies into the mix – Dry Bones and Hammer 
Brothers are joining forces with Creepers and Skeletons, for example. The Super Mario 
series’ signature music is present as well. The soundtrack - featuring 15 pieces from 
Super Mario 64 - definitely brings the whole Mushroom Kingdom experience to 
Minecraft (though ІЛІ admit the up-tempo tunes feel a bit off in this blocky, slower-paced 
world). | prefer the original soothing sounds from C418. 

In general, though, the Super Mario Mash-Up Pack is one of the coolest ways 
Nintendo has ever licensed out one of its major properties to another company. We're 
not just seeing Mario's costume pop up - we're seeing the Mushroom Kingdom in a whole 
new way. It's a bit surreal at first, but at the same time, fits well within Minecraft's world. 

But that's not all. On June 17, Minecraft hit store shelves for Wii U, with the Super 
Mario Mash-Up Pack included. It's a big summer retail release for Nintendo's home 
console, especially considering there's not much planned throughout the rest of 2016! 


Minecraft may have arrived late on Wii U, but 
this exclusive Super Mario Mash-Up Pack is 
fantastic. Here's hoping The Legend of Zelda 

gets a similar treatment next! - EVAN 


Yeah! 


Nintendo had an amazing 


E3, surprisingly enough! 
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THE END ОҒ INFINITY 


Disney's pulled the plug оп its toys-to-life brand. 


IT HAPPENED SO fast! A few months ago, Disney Infinity 3.0 
seemed alive with a new slew of Play Sets planned to arrive 
throughout the rest of 2016. Marvel Battlegrounds started every- 
thing on a good note and showed promise for the remainder of 
the year – but sadly, we'll see nothing more after June's Finding 
Dory set. All future plans related to the Disney Infinity brand have 
been cancelled, leaving the toys-to-life category in peril. 

This means that Avalanche Software, the company behind the 
games, will be shuttered by Disney. Just like other dormant Disney 
endeavors, the company will now switch to a full licensing model, 
which will allow others to use their popular properties. 

In an article over at Kotaku, Patrick Klepek detailed what the 
future of Disney Infinity would have looked like. From what we can 
gather, there would have been a full-scale Play Set for Rogue One: 
A Star Wars Story, as well as a special line of 12-inch figurines that 
would have included the most popular characters of the fran- 
chise's history, like Buzz Lightyear, Elsa, Hulk and Darth Vader. 
Beyond that, development on Disney Infinity 4.0 was apparently 
well underway. It would have included sets for Cars 3, Star Wars: 
Episode VIII and more. The Toy Box would have gotten a complete 
overhaul and a new story mode would have been implemented! 

We're truly sad to see Infinity come to an end so suddenly. 


Unyeah... 


d No more Infinity? There 
=e was so much left undone! 


GAME FORECAST & DLC! 


А quick look at the biggest games coming in the months ahead. Upcoming add-on content. 


THE RELEASE DATE for this issue of NF Magazine is hovering 


ҰЗ : Я vin » right over the release date for our cover game! If you're reading 
s ВС», МЕ this issue right away in digital form, Zero Time Dilemma is just 
Аф e 144 LEN about to go on sale on June 28. And if you're reading this in 
à 3 n print, it's already on store shelves! We're going to take our time 
9 iL E M М with preparing our full review, so please take a look at a final 


preview and full set of character profiles starting on Page 46. 


AS USUAL, THE months following the annual E3 : DOWNLOADABLE CONTENT IS drying up across 
Expo are light on new releases this year - studios the board as we get closer to Nintendo's next 


usually hold their games back until the holiday hardware transition, as additions to Super Smash 
shopping season begins if they're not already out Bros., Mario Kart 8 and even Splatoon are all done 


by now. Monster Hunter Generations. is, thankfully, now (though Splatoon's free content got extended a 
a major exception here in 2016, as it's launching on bit, at least). Hyrule Warriors Legends is one game 


July 15 in both North America and Europe! that still has new DLC on the horizon, and we break 
down the upcoming offerings on Page 19. 


THE 30TH ANNIVERSARY of the Metroid series is fast 
approaching, as Samus Aran's first adventure first went on sale 
in Japan on August 6, 1986. To celebrate the milestone, the Big 
N is releasing probably their worst-received game of the past 
decade. Seriously - fans were so negative toward this game at 
E3 2015 that they didn't show it at all at E3 2016! It'll be out on 
August 19, and we'll try it out and bring you a review next time. 


IF YOU'RE HANKERING for more 
downloadable extras for your current 
games, though, don't forget that there are 
still free Mythical Pokémon distributions 
happening every month throughout the 
rest of the year! Half a dozen have been 
released already, but still on the slate are 
some heavy hitters like Genesect, Keldeo 
and the Alpha Pokémon itself, Arceus. It'll 
be downloadable for free in August! 


ANOTHER TITLE THAT Nintendo didn't show off 
at this year's E3 is the latest sequel in the Style p ا‎ а 

Savvy series, Fashion Forward. But that's probably EAS Hi Ж 

because it's already been released in Europe and Ae | * aR 
Japan, and it’s just North America that has yet to POR ЖШЕ М) 7 
get it! It'll strut to store shelves on August 19 as "MA 5 : ан < 
well. Check out our preview оп Page 34! à 


SQUARE ENIX AND Nintendo have been making us sweat 
with these Dragon Quest games, as we had to wait forever for 
them to confirm that a localization was even going to happen, 
and then we had to wait even longer to get a release date! 
Then, adding insult to injury, the Treehouse stream during E3 
didn't confirm when it was coming either! (But no worries. The 
official PR released afterward confirmed it for September 16.) 


ДИ 
Fragments WI Роло ет 


c5 


THE SUMMER SEASON will officially be over in 
September, but just after the Autumnal Equinox 
we'll start to get into a more dense schedule of 
releases - beginning with the return of Shantae to 
retail store shelves! That'll happen on September 
27. We'll have a big pre-release preview next time, 
but for now check out the box art on Page 45! 


If you couldn't already tell that a new console's coming next 
March, just take a look at the extremely low volume of Wii U 
releases heading our way in the months ahead. Shantae is 
representing for the GamePad players, at least! But it's 

pretty much all the 3DS' show for the rest of 2016. - LUCAS 


ТІМЕ І5 


FOR THE 
9 


DS 


The DSi Shop will soon close its digital doors, 
so here are our Top 10 picks for great DSiWare 


(p Аса Nintendo 
DSi Points ? 


5, hopping 
Guide 


ШЕГІН nmn sour 


games to grab on the original hardware — while they're still available there! 


MIGHTY 
MILKY WAY 


FIRST UP, IF you're shopping for DSi 
games, WayForward's wares should be 
your first go-to. They were there on Day 
1 of the DSi Shop's existence with the 
innovative Mighty Flip Champs!, then 
had a huge hit with Shantae: Risky's 
Revenge. That Shantae sequel's avail- 
able elsewhere, though, so our recom- 
mendation for a DSi-only game to invest 
in now is Mighty Milky Way, the last 
downloadable the studio made before 
moving on to the 3DS. In this interplan- 
etary puzzler, you play as a girl named 
Luna who can both create heavenly 
bodies and destroy them - your task is 
to spawn, then smash planets to send 
her flying weightlessly toward each 
level's goal point. It's challenging, it's 
fun and it has a T-Rex with laser eyes! 
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FLIPPER 2: FLUSH 
THE GOLDFISH 
FANS OF THE WarioWare series, take 
note of this one, as it's cut from a similar 
cloth - Flipper 2 chronicles the adven- 
tures of a goldfish named Flush who's 
mounted his bowl atop an Earthworm 
Jim-esque supersuit and set out on a 
minigame-ish adventure. He runs across 
one screen at a time, and in each screen 
there's a mini-challenge presented for 
him to overcome, all of them controlled 
by just the A Button. On one screen, A 
fires his weapon at baddies. On the next, 
A will cause him to jump over a gap. 
Then on the one after that, A will make 
him duck under a low platform . . . and 
so on. It all happens rapid-fire fast! Even 
more interesting? Flipper 2 was made by 
just one man, Hugo Smits, who's gone 
on to create the Tappingo 3DS games! 


ESCAPEE GO! 


ITS METAL GEAR meets Pac-Man in 
the excellent, unsung, two-dollars-only 
Escapee GO!, which mixes together the 
classic arcade-style maze chase genre 
with stealth elements that would make 
Solid Snake proud. You take control of a 
girl named Claire who's on the run, 
trying to find a way to freedom while 
trapped inside an asylum. Your goal is to 
get her safely to the exit point of each 
stage, but to do that you have to avoid 
capture by the guards constantly trying 
to grab you. Outright running away can 
work, but sometimes you have to slow 
down and slip through the shadows to 
avoid their notice. If they do see you, 
though, Claire can unleash some pent- 
up psychic powers to turn the tables and 
mess with their minds! This is a great 
one, and again, it's only two bucks! 


SELECT 


SCORE 55270 


бұ 


ART STYLE: 
PICTOBITS 


BETWEEN THE YEARS of 2008 and 
2010, Nintendo released a dozen differ- 
ent experimental puzzlers as the "Art 
Style" series. Several of them are worth 
your while, but among those available in 
the DSi Shop, PictoBits is our pick. This 
game is a color-matching puzzler that 
has you sucking up tiles on the bottom 
screen and matching them up with 
larger, incomplete blocks falling down 
from above. If you match the correct 
colors together, completed squares and 
rectangles fly up to the top screen and 
begin filling in a classic NES-era sprite. 
Everything from Super Mario Bros. to Ice 
Climber is represented! It's great, nos- 
talgic fun, but it's also seriously difficult 
(especially for colorblind gamers). Also, 
the music is purely phenomenal! 


dir. 


А 
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KOKOPOLO 
NOT ENOUGH GAMES let you play as 
the villain. Go! Go! Kokopolo addresses 
that, casting you as a crazed jungle cat 
who gets mad one day and decides to 
take out his rage on all the innocent, 
smiling animals in the area. Your goal is 
to run up to all these happy creatures, 
scratch them to make them angry, run 
away so that they'll chase you and then 
lead them into the waiting, open maw of 
a carnivorous plant. So that they're 
dead. Just because you've been having a 
bad day. How ruthless! This game was 
originally planned for retail release, so it 
is overflowing with many more features 
than you'd expect to find in a 05Маге 
download. Grab it and get scratchin'! 


LOOKSLEY’S 
LINE UP 


BEFORE THE 3DS was officially 
revealed, no one really knew how 
Nintendo would pull off its 3D visuals. 
Looksley’s Line Up gave us a clue, but it 
ended up being the wrong rabbit to 
chase - it’s a game that does 3D, but in 
a totally different way. It uses the DSi 
camera to track your face, so that, as 
you move your head around to different 
angles, the environment seen on the 
screens adjusts accordingly to allow you 
to see things from different angles! The 
goal is to then line up different pieces of 
the scenery to make them look like 
shapes, letters or the like. It was mind- 
blowing stuff back in the pre-3DS ега... 
when it worked right. It was really tricky 
to get to perform properly, so be 
encouraged to buy, but cautioned too. 


CHANAL 


ROBOT RESCUE 


IF, LIKE ME, you've got a special place 
in your heart for the puzzle genre, 
please do yourself the service of buying 
Robot Rescue for just two bucks. This 
game tasks you with saving sets of 
rolling robots from trap-filled mazes - 
the trick is, they all move as one. So if 
you press Up on the D-Pad, every bot on 
the screen rolls upward one space. 
Trying to puzzle out the exact right 
sequence of commands to input that will 
lead every robot to safety without 
letting any of them get crushed, zapped 
or blown apart along the way is a true 
challenge, and a rewarding one! Robot 
Rescue offers two to three hours' worth 
of puzzles to solve for only two dollars, 
so invest in it and enjoy. 


TOWER DEFENSE 


FINALLY, IF YOU'VE become a fan of 
the developers at Image & Form thanks 
to their excellent SteamWorld Dig or 
SteamWorld Heist games, you need to 
show their studio some further support 
by rewinding back to the beginning of 
the brand! SteamWorld Tower Defense 
didn't catch on as wildly as its follow-ups 
have, but it was the same team's first 
game set in the same universe and a 
brilliantly funny debut. It's a war of 
humans vs. robots here, but the twist is, 
you're the robots! You set up gunslinger 
bots along the humans' pathways and 
watch as the helpless meatbags get 
mowed down again and again (in totally 
comical, non-gruesome fashion). The 
spark of Dig and Heist's greatness could 
already be seen here, on DSiWare! 


garbage problem has grown so vast that 


flaming tail touches each piece, it ignites 


A KAPPA'S TRAIL 


DEVELOPED BY THE same team that 
made Mother 3, A Kappa's Trail is a 
charming stylus-driven action game that 
puts you in charge of guiding a cute 

little kappa through wild obstacle 
courses full of tricks, traps and enemies. 
You draw a path for him to follow on the 
touchscreen, and then off he toddles, 
just as directed - but while he's walking, 
you then have to use your stylus for 
other tasks like tapping boulders to 
break them or tapping generators to 
keep the lights from going out. All the 
while, your little kappa's being pursued 
by a creepy, clawing, grasping beast 
called the Devil Hand. (Think Wallmaster 
from the Zelda games.) It's so scary, you 
can't help but be motivated to win! 


FLAMETAIL 
IN THE FARFLUNG future, humanity's 


even the space surrounding our planet 
is teeming with trash. You, an environ- 
mentally conscious spaceship pilot, 
launch through the cosmos in command 
of the Flametail pod - a special craft 
that constantly emits a burning tail 
behind it as it travels. You maneuver the 
flight path of the pod to pass by each 
block of floating trash, and when the 


and burns itself out of the sky. You have 
to be smart about your movements, 

though, as the ever-encroaching end of 
the screen will send you straight to 

Game Over if even so much as a single 
piece of unburnt refuse touches it! 


We've only got a few months left! Nintendo has announced 
that the DSi Shop will be closing down one step at a time. 
You've only got until September 30, 2016 to add new DSi 
Points to your digital wallet there. Then you've only got until 
March 31, 2017, to make any new purchases. After that 
date, all sales are off — you'll still be able to redownload games 
you've previously purchased, but Nintendo's said that even 
that feature will be getting the axe at some point in the 
future too. Now, this isn't the absolute death knell for all of 
DSiWare. These games will still be sold through the 3DS 
eShop, so they're not disappearing - it's just the chance to 
be able to play them on the piece of hardware they were 
originally made for that's going up in smoke. And that? 
That's worrying. The DSi Shop was Nintendo's first digital 
storefront. All past Nintendo products were published on 
physical media, and could all still be bought and sold through 
places like eBay and played on their original hardware, if you 
wanted to get them. But DSiWare, played on an actual DSi? 
That's going away, for good. Time's running out. Make your 
purchases for the sake of posterity, if nothing else! 
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ONE-BUTTON CATCH 


Trying to puzzle out if there's any real purpose 
for the к. GO Plus wearable peripheral. 


HOW MUCH IS one button worth? That's the question I'm asking 
myself in the wake of E3, where it was revealed that the upcoming 
Pokémon GO Plus peripheral device will be sold at retail for an 
MSRP of $34.99. To me - and to many other Pokémon fans out 
there, it seems, being asked to spend only five dollars less than 
the price for a full Pokémon 3DS game for what is only a device 
with a single blinking button on it is too much of a stretch, even 
for a brand as massive and powerful as Pokémon. 

Which means, of course, that it's probably going to instantly 
defy all my incredulity and sell in the millions. 

Pokémon GO, to remind anyone in need of a refresher, is the 
upcoming mobile app that will challenge fans of Pikachu and his 
pals to get out and explore the real world, walking around to visit 
different geographical locations and capturing Pokémon who are 
"hiding" there. I'm thrilled by the idea of the game, as it's similar 
in many respects to geocaching (another hobby that gives walks 
outside a kind of game-like purpose), and I think I'll become one 
of the most fervent GO aficionados in my area. 

But | can't picture myself using the GO Plus. It was announced 
alongside the game itself last year, and | didn't think much of it at 
the time, but that price point got me pondering and left me 
puzzled. It's meant to be worn or carried around outside, and 
when you get close to the location of a hiding Pokémon, it will 
vibrate and blink. You then respond by pressing its one button to 
capture the creature. You won't know what monster you've caught 
until you pull out your phone to check - which means this is a 35- 
dollar device that exists solely to let you look at your phone 
screen a bit less frequently than you otherwise would. 

Who knows? Maybe Г! become a convert. But for now, I’m 
just confused. 

The Pokémon GO Plus peripheral, and the game itself, are 
planned to launch in July. - LUCAS 
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LIFE IN THE COUNTRY 


Indie darling Stardew Valley is heading to the Wii U eShop! 


FIRST RELEASED ON Steam this past 
February, Stardew Valley climbed to the top 
of both the ratings and sales charts soon 
after its launch, selling over a million copies 
by April. It's a one-man labor of love - Eric 
"ConcernedApe" Barone did most of the pro- 
gramming, graphics and music composition 
over almost five years of development – and 
he and Chucklefish Games announced in June 
that it will be ported to the Wii U just in time 
for the 2016 holiday season! 

Stardew Valley was originally created to 
evoke the same spirit as the early Harvest 
Moon games, but grew to encompass influ- 
ences from franchises like Animal Crossing, 
Minecraft and Terraria. While it starts with 
your farmer inheriting a farm from their 
grandfather, what you can do with your farm 
is completely up to you - you can create an 
orchard, raise livestock (even dinosaurs!) or 
just grow a patch of vegetables. You can also 
venture into nearby mines to slay monsters 
and mine for materials, go fishing at the 
beach and run errands for your friends and 
neighbors. One of the game’s main goals is 


the restoration of the town community center 
(or you can replace it with a warehouse). 

The people of Pelican Town are friendly, 
but many of them have problems that can be 
related to in the real world, which really flesh 
out their personalities. They deal with loss, 
depression, business struggles and even the 
horrors of war, but also get together to mark 
the changing of the seasons and celebrate. In 
a departure from Harvest Moon, you're able 
to marry and have a family with any of the 10 
singles in Pelican Town, regardless of gender. 

It’s not yet known if the updates planned 
for the PC version - including more marriage 
candidates and multiplayer support - will be 
available in the Wii U edition, but Barone and 
Chucklefish are making plans for GamePad 
integration and a revised control scheme. 
Hopefully, they’ll also take some of the more 
popular mods of the Steam version into con- 
sideration as well, such as modified fishing 
mechanics and color choices for your pets. 

If you haven’t bought Stardew Valley on PC 
and can hold on until December, | guarantee 
you won't be disappointed! - REBECCA 


Uhat a lovely 
It's always 


occasion... 


a joy to visit Stardew 


Volley. 
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Li KE Irs 1999 Revisit the turn of the millennium іп 


DONKEY KONG 64, The Matrix and 
Seven More Minutes (an album by rock 
and roll band The Rentals). These 
three things may not seem like they 
have much in common, but they're all 
connected in more ways than one. Not 
only were they each released in 1999, 
but they also helped inspire the 
creation of YIIK (pronounced Why Two 
Kay), a upcoming role-playing game 
that just happens to take place during 
that very same year. 

Some of you may be too young to 
remember it, but the "Y2K bug scare" 
was big news at the end of the last 
century. Reports claimed that comput- 
ers everywhere were likely to just stop 
working once we hit January 1, 2000, 
as their internal calendars were not 
programmed to roll over into a new 
millennium. It was predicted that 
planes would drop from the sky, tele- 
phone and electricity networks would 


w 


go down, bank accounts would freeze 
and so forth. These crashed computer 
calamities would all combine to bring 
the world as we knew it to a screech- 
ing halt. With all the systems that 
allow modern society to function 
taken offline indefinitely, how would 
we survive? Who would we become? 

YIIK seeks to answer those ques- 
tions, albeit in a roundabout way. The 
game stars a young man name Alex 
who, while surfing the Internet, dis- 
covers a web page that leads him to 
question how tightly woven the fabric 
of reality really is. From there he 
travels from town to town, making 
new friends (and enemies) along the 
way who share a version of his confu- 
sion and curiosity. Men dressed as 
pandas, a cat with a Salvador Dali 
mustache, ghosts, aliens and even a 
sad divorced man who’s doing his best 
to stay optimistic - YIIK has it all. 


Ackk Studios, the developers of 
YIIK, wanted to make the game feel 
the way we remember our favorite 
titles from the late 905. Everything is 
created from a relatively small 
amount of polygons, with an inten- 
tionally stop-motion-looking anima- 
tion technique applied to character 
movement for added effect. That said, 
YIIK is definitely more than the N64 
could handle. The outfits found on the 
game's fashionable characters, 
inspired by alternative rock stars of 
the late '90s, are probably eye- 
popping enough to cause 64-bit 
hardware to overheat all on their own. 

YIIK's take on turn-based combat is 
similarly stylish. It's a sort of evolution 
of the system from Final Fantasy Ш 
(Final Fantasy VI in Japan) that gave 
some characters super moves that 
required unique inputs in order to 
execute. The difference with YIIK is 


that even standard attacks involve 
these sorts of special commands. For 
example, Vella Wilde (the game's 
"bard"), uses her Keytar to attack, 
which means players must jam out to 
a brief rhythm game every time she 
strikes a blow. On the other hand, 
Michael K. (the photographer), fights 
using his camera, tasking players to 
take their best shots of enemy com- 
batants, Pokémon Snap-style. 

So what does this all mean? 
According to Ackk, "YIIK is a journey 
about self improvement, realizing 


your friends are there to support you, 


and you don't have to do it all 
yourself. We hope you like it!" 

YIIK is set for release on PC this 
August, with a Wii U release to follow 
shortly thereafter. Let's hope the 
game's name doesn't confuse our 


computers to the point of total break- 


down! - JONATHAN 
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Race the Ocean King's Clock 


THE LEGEND OF ZELDA: 
PHANTOM HOURGLASS 


PHANTOM HOURGLASS MAY be the worst of the Zeldas. | know, 
І know - it's sacrilegious to speak ill of any piece of The Legend that 
didn't first appear on the Philips CD-i. But revisiting this game is rough. 

Let's begin with the controls, which are entirely touch-based. When I 
first played this adventure on the DS in 2007, I didn't mind them much - I 
knew Nintendo was just being Nintendo, playing around with the new input interface they'd made 
and just started to master on the dual-screened handheld. And touch controls still make a lot of 
sense for some elements here, like tracing a flight path for your boomerang to follow or sketching 
notes to yourself on the ever-present map. But directing Link's basic movements like walking, 
running and attacking with his sword feels much more laborious now than it did nearly a decade 
ago. I found myself instantly wishing that Link could just be moved normally with the Control Stick 
— but he can't. You have to constantly scribble, tap and drag to get him to do anything. 

And, worse, the stylus and your hand are always obscuring at least part of the screen. 

So the controls didn't make the greatest second impression on me, and my spirits weren't 
lifted by playing deeper into the adventure, as it's not long into the journey of Phantom Hourglass 
that you have to begin dealing with the series' absolute worst dungeon of all-time, The Temple of 
the Ocean King. Unlike most Zelda series dungeons that you only ever enter once and play 
through to completion in a single run, the Ocean King's temple is a central location that you have 
to revisit over and over and over again as you progress through the story. And that wouldn't be so 
bad, except that every time you come back to it later in the quest, you have to replay the same 
rooms you've already completed once, twice or three times before. It's total tedium. 

What's more, every new delve into the depths of the Ocean King's dungeon is a race against the 
clock. You're not allowed to explore at your leisure - simply being within the temple's walls will 
slowly drain your health over time, and you have to counter that by gathering protective sands 
into the titular magical item, the Phantom Hourglass. The amount of sand you have fuels the in- 
game countdown clock, ticking away the seconds you have left until you're doomed to visit the 
Game Over screen. It adds extra unwelcome tension to what was already an annoying situation, 
since you're playing through puzzles you've already played before with a control scheme that's far 
from fun, and it again has soured my memories of when I first played this sequel. 

Thankfully, not everything is a disappointment here. Linebeck, the lovable scoundrel of a 
pirate who accompanies Link on the high seas, is a high point. And the high seas themselves are a 
joy - this game takes place after The Wind Waker and carries on with its idea of a world covered 
mostly in water, but the sailing is much more fun thanks to being able to custom-build your own 
boat, trace the course you want to follow on the sea chart and blast baddies with a cannon along 
the way. That part's adventurous and exhilirating. 

| just wish the whole game was! It's hard to have a negative opinion about a mainline Zelda, 
but Phantom Hourglass, to me, just doesn't hold up nearly as well as | would have hoped. If you're 
a dedicated fan who wants to play through each and every Zelda game, then go ahead and trudge 
through this one. But if you don't feel compelled to full completion, this is definitely one Zelda you 
can safely skip. - LUCAS 
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Soar into Battle 


MEDLI & THE MASTER 
WIND WAKER PACK 


I THINK I may have reached my limit. 

There is soooooo much content in Hyrule Warriors Legends! I 
played the core campaign to completion in order to experience 
Linkle's Tale and the new story stages based on The Wind Waker — 
with Tetra and the King of Hyrule keeping my attention focused, 
especially when battling across the two new stages that adapted 
locations from that cel-shaded Zelda series sequel. And because I 
had fun with that Wind Waker content, | figured I'd keep the party 
rolling by investing a mere 99 cents into a purchase of The Master 
Wind Waker Pack, which is the first DLC addition to Hyrule 
Warriors Legends. 

But I think | reached my limit when the core campaign ended, 
because I'm feeling out of my depth now. The Master Wind Waker 
Pack adds a new Adventure Mode map based on the Great Sea, 
which I took to mean that it would put Tetra, the King and Toon 
Link primarily in the spotlight and offer more missions using the 
two new Wind Waker-inspired stages from Story Mode. It doesn't. 
It's just another set of mildly remixed battles, on the same 
handful of battlefields, fighting the same foes again and again. 

| swear, if | see King Dodongo drop out of the sky with that 
same ominous fanfare one more time... 

Now, granted, | recognize that there are players out there who 
love Adventure Mode. Grinding for new levels and gear, unlocking 
new costumes and better weapons. If that's you, you'll love this — 
one simple dollar buys several more hours' worth of action. There 
are new conditions that crank up the challenge, like battles in 
which you're not allowed to heal yourself, or battles when your 
special attacks are entirely disabled. But if you're like me, and 
you're more in it for the story, you can keep that buck in your 
wallet and wait a while to see what the later DLC packs offer. 

But both kinds of players should at least jump back in long 
enough to check out new playable character Medli, the winged 
wonder from Wind Waker! She was added as free DLC when The 
Master Wind Waker Pack went on sale, and she's soaring good fun 
to see flying around the battlefield. (She doesn't really fly so much 
as flap her wings to hover just over the ground, but still.) Medli's 
blasts of wind and acrobatic aerial divebomb attacks put a new 
smile оп my face, even as | grumble-grumbled my way 
across the same old battlefields and fought King 
Dodongo for the 117th time. - LUCAS 
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Into the Grinder 


SUPER MEAT BOY 


IT DOESN'T MATTER if you're 
playing basketball, guitar or Super 
Mario Bros., there's no way to get 
good at any of them without experi- 
encing some failure along the way. 
So what keeps people going after the 
frustration begins? Social scientists 
believe that they have the answer: 
When someone gets engrossed in an 
activity that requires a perfect fusion 
of physical and mental engagement, 
they enter something called the 
"Flow State." It’s a very happy place, 
where even a few mistakes won't get 
you down. It's this Flow State that 
top athletes, musicians and gamers 
are really going for. Chasing after a 
high score is just a means to that 
end. 

Everything about Super Meat Boy 
was designed around helping you get 
to the Flow State, and if critical and 
commercial response is anything to 
go by, the game has done a pretty 
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good job of it so far. Super Meat Boy 
has already sold millions of copies 
on other platforms, though its devel- 
opers have always intended for it to 
appear on Nintendo consoles. Just as 
The Binding of Isaac (one of Meat 
Boy creator Edmund McMillen's more 
recent games, which we reviewed in 
NF #17) is a brazen reimagining of 
the original Legend of Zelda, Super 
Meat Boy was built from the ground 
up to pay tribute to Super Mario 
Bros. (Both games even share the 
initials "SMB," though those letters 
could just as easily stand for "So 
Many Bumbles.") You will die many, 
many times in Super Meat Boy, but 
those deaths never detract from the 
overall experience. With infinite lives 
and the ability to run nearly as fast 
as Mario's famous blue-quilled 
rodent rival, Super Meat Boy keeps 
the fun flowing at a constant pace, 
even when you end up in the grinder. 
Like Mario in his first "Super" 
adventure, Meat Boy has two initial 
tools at his disposal: running and 
jumping. Though the game features 


multiple unlockable characters from 
other indie titles, all of whom have 
either enhanced or totally original 
takes on Meat Boy's moveset, Super 
Meat Boy still never strays from the 
core premise of using just two 
buttons and the D-Pad to take on the 
world. The twist is you can use the 
run button at any time to increase 
your torque and speed, even while in 
mid-air. There are plenty of other 
physics quirks to discover here - like 
how wall-jumping allows you to soar 
slightly higher and farther than 
leaping from a horizontal surface - 
but many of these mechanics are so 
subtle that you may never be con- 
sciously aware of them. Instead, 
you'll experience them through pure 
feeling, not unlike how a pro athlete, 
musician or Mario speedrunner uses 
instinct and muscle memory to guide 
their split-second decisions, separat- 
ing the pros from the shmoes. 

While Meat Boy appears to bea 
pacifist — with no offensive abilities 
to speak of - he's almost always 
running away from, or straight 
toward, something that can kill him. 


Environmental hazards include 
everything from spinning saw blades 
to large piles of salt (very dangerous 
to a constantly bleeding boy with no 
skin), while enemies range from 
missile launchers, zombie Meat Boys, 
teleporting demon mouths and even 
Oobs (who, unlike Mario's Boos, only 
chase after Meat Boy when he's 
facing them). Great care was taken 
to introduce this expansive host of 
hazards at the right pace, giving 
Super Meat Boy one of gaming's 
most finely tuned difficulty curves. 

Sadly, Team Meat wasn't able to 
add any of the Nintendo-specific 
content they'd originally planned for 
the game on WiiWare years ago, and 
the new replacement soundtrack 
doesn't quite reach the heights of 
SMB's original score from 2010. Also, 
some of the boss fights are a little 
anti-climactic. 

But those minor quibbles aside, 
Super Meat Boy is a nearly flawless 
example of 2D platforming design, 
able to stand toe-to-toe with Mario's 
finest. - JONATHAN 


BONUS 18 


SCORE 


CER 
Back in the Ring 
SUPER PUNCH-OUT!! 


BOXING HAD AN impact on me from a very 
young age. With relatively little in the way of 
adult themes, my parents let me watch the 
original Rocky as a child, and from there, my 
love of the sport began. | caught most of the big 
matchups in the "905 with friends on pay-per- 
view, and | gravitated towards just about every 
film that featured boxing, even tenuously con- 
nected projects like Nic Cage’s Snake Eyes. Over 
the years my interest waned along with the 
general public, but there are some classics that 
never die. Super Punch-Out!! is in that pantheon 
of greatness. 

Somehow, Super takes all of the puzzle sensi- 
bilities from the initial NES game and opens the 
formula up in a new way, with old tropes and 
strategies often turned on their head. Taking a 
page from King Hippo’s playbook, the boxer Mad 
Clown has an impenetrable stomach, sure - but 
there's more than meets the eye. He'll not only 
provide brand-new patterns to learn, but engage 
in eccentric attacks like leaping backwards and 
throwing juggling balls as projectile weapons, 
forcing you to dodge accordingly. No fair! 

This rule breaking extends to just about every 
combatant, including Hoy Quarlow, who fights 
with a staff; Narcis Prince, who gets angry if you 
hit him in his highly protected face; and Dragon 
Chan, a fighter who apes Bruce Lee's style and 
isn't afraid to throw some kicks your way. It 
sounds blasphemous, but Rick and Nick Bruiser 
are also the definitive "last bosses" of the series 
for me, taking the crown away from the original 
champion Mike Tyson. The animation team really 
outdid themselves - every character wears their 
personality on their sleeve, and I can still picture 
their idiosyncrasies in my head as I write this. 

With the pick-up-and-play ease of the 3DS, 
fighting a few bouts and then resting a bit is 
easier than booting up a console. 

This is the definitive Punch-Out!!, 
and now its portability makes it 
a perfect avenue of discovery 
for newcomers. - CHRIS 
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Father's Favorite 
CONTRA III: THE ALIEN WARS 


THIS GAME HOLDS a very special place in my 
heart. If it weren't for Contra Ш, then | might not 
have gotten a Super NES - at least, not as soon 
as I did! Super Mario World wasn't enough to 
convince my Dad that the upgrade to 16-bit was 
worth the cost of admission, but an all-new 
Contra? That did the trick nicely. 

Looking back, it's not hard to see why: The 
game is a pure run ’п gun spectacle, and it never 
holds back. From the moment you turn it on and 
are greeted by the old-school Konami jingle, 
you're treated to an opening that sees the Red 
Falcon annihilate an entire city from above, 
Independence Day-style - a good four years and 
some change before that movie hit theaters. 
Giant red letters scroll across the screen inform- 
ing you that "The Alien Wars begin!" 

Things are appropriately amped up from the 
battles waged on the NES, right down to the fact 
that you can now hold down the fire button for a 
continuous barrage of fire, rather than the 
constant button-mashing of days past (ain't 
nobody got time for that here). Enemies come at 
you from all angles, including straight out of the 
background, be it by knocking down a building 
or flying in to firebomb the area. You take on 
giant enemy battle stations, rampaging tanks 
and even a huge alien turtle creature - and 
that's just the first stage! Between that and the 
enormous explosions, and it's like all the most 
visceral aspects of a Michael Bay movie (minus 
the groan-worthy stuff) right at your fingertips. 

Just know one thing: This game is hard. | 
don't think I’ve ever beaten it on the highest dif- 
ficulty without a friend, which is a problem, as 
the Virtual Console supports only one player. 

Konami has attempted to release Contra III in 
portable form twice before, on both the Game 
Boy and Game Boy Advance. Just don't be fooled 
by those imitators - this Alien War 
is the real deal. (Now, if we 
could finally just get the 
original Contra on Virtual 
Console already...) - DAVID 
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A Barrel of Fun 


DONKEY KONG COUNTRY 3: 
DIXIE KONG’S DOUBLE TROUBLE 


AS I SAID back in Issue #15, | recently had a 
change of heart when it comes to Donkey Kong 
Country 3: Dixie Kong's Double Trouble. It was 
one of those games that kind of fell by the 
wayside for me, partially because it actually 
came out after the Nintendo 64 was released! 
Thank goodness the SNES Virtual Console exists 
and has now been extended to the New Nintendo 
3DS, so this little bit of gaming history won't be 
forgotten. 

In sort of a shocking development, the stars 
of the first adventure (Donkey and Diddy) are 
nowhere to be found, and instead you take 
control of Dixie and her cousin Kiddy Kong (read: 
a baby brute) to save the original DKC heroes 
from KAOS. Dixie is still as stylish as ever with 
her hair attacks and glide, and Kiddy . . . well, he 
can leap across water and grab heavy objects. 

OK, so he's not that exciting - but the game's 
depth makes itself known very quickly. 

What I came to realize over time is that this is 
the most complex (sometimes to a fault, 
granted) game in the DKC franchise. While that 
may turn off some folks, people who are experi- 
encing Country 1 and 2 for the first time will 
appreciate the gradual ramping up of mechan- 
ics. Because really, Double Trouble is a natural 
evolution of what fans clamored for - more col- 
lectibles and more stuff to do. This was eventu- 
ally topped in the insane collectathon that is 
Donkey Kong 64, but for now, Rare managed to 
keep things from getting too out of hand. That 
blends well with the portable format. 

Point blank, Donkey Kong Country 3 is still my 
least-liked game in the trilogy, and the one I've 
gone back to the least over the last 20 years. But 
if you're already invested, you may as well give 
Dixie's second journey a chance, 
because it retains the core 
principles of the initial two 
entries where it counts. 

- CHRIS 
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The Greatest Hits 


THE RHYTHM HEAVEN series had 
become one of Nintendo's most 
reliable properties in recent years, 
due in large part to its phenomenal 
popularity in Japan - but that all 
changed in 2014, when the series’ 
co-runner and famed Japanese pop 
music producer Tsunku announced 
that he was suffering from laryngeal 
cancer, requiring him to have his 
vocal chords removed the next year. 
Though his condition stopped him 
from spearheading an entirely new 
Rhythm Heaven title for modern 
consoles, he was still able to help 
produce Rhythm Heaven Megamix - 
a "Best of" compilation with an 
added plus (or two). 

The Rhythm Heaven series excels 
at combining quirky, nonsensical 
sights with infectious sounds and a 
physically satisfying feeling of play 
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that whisks players away to "The 
Flow State" (as described on Page 
20). Megamix manages to make that 
design philosophy even more acces- 
sible than before, featuring new 
visual cues on the bottom screen to 
show you exactly how tightly you're 
sticking to the beat. This makes 
Megamix feel easier than earlier 
Rhythm Heaven titles, though the 
new 1-100 rating system and "Skill 
Star" reward bonuses both allow for 
more high score hunting than before, 
adding to the depth and replay 
value. 

The game has over 100 stages, 
including straight ports of levels 
from previous Rhythm Heaven titles, 
stages that combine classic graphics 
with new music and completely new 
levels created specifically for this 
collection. You can switch between 
button or stylus controls at any time, 
regardless of whether you're playing 


a stage first seen on the GBA, DS, Wii 
or 3DS, though the rub and flick 
mechanics from Rhythm Heaven DS 
are no longer present. (That's 
probably why some fan favorite 
stages like Love Lab, DJ School and 
Love Lizards weren't included here.) 

On the other hand, some of the 
stages that did make the cut, like 
Fillbots and Screwbot Factory, are a 
little too similar to each other to 
justify mutual inclusion. Thankfully, 
all of Megamix's stages are quite 
lovable, derivative or not. 

Strangely enough, some of the 
new songs written just for Megamix 
were not re-recorded in English for 
this Western release, either trans- 
forming those tracks into in- 
strumentals, or leaving them 
with their Japanese vocals 
intact. You can switch over 
to the fully voiced Japanese 
language tracks at any time 
anyway, but it's still an odd 
omission. 

That's not to say that the 
Treehouse didn't put their 
best feet forward here. The 
game's story mode - starring a 
little pink afro bear named Tibby 
who's fallen from heaven - has the 
same clever charm that you might 
find in the beloved Mario & Luigi 
series. There's also multiplayer for 
up to four (requiring only one copy 
of the game!), a StreetPass battle 
mode, a goat-feeding Pachinko-style 
side game, in-game coins used to 
buy collectibles and new levels and 
even an unlockable set of WarioWare 
remix stages! 

While this compilation might take 
a few missteps, it's still a lock for the 
best rhythm game collection going 
today. It's eShop-only in the States, 
so download now! - JONATHAN 
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HORSE RACING AND 

solitaire might not go together 

as well as mint juleps and frilly bonnets, but 
Game Freak has taken the sport of kings and 
thrown the rest of the deck into the mix! Pocket 
Card Jockey is amazingly addictive, with lots of 
laughs and surprises at every turn. And the 
best part is that you don't have to be a horse 
racing fan to enjoy it. 

As a rookie jockey, you've been given a 
second chance at your dreams, thanks to some 
divine intervention from a bearded angel and a 
trainer named Mr. Maekawa (who may or may 
not be the same person.) Now your perfor- 
mance on the track depends on how well you 
play a tableau of solitaire. It's not the Klondike 
solitaire you may be familiar with, but a 
simpler version where you need to pick up 
cards in ascending or descending sequence. 
You'll also need to guide your horse and charge 
energy with the stylus, and try to earn bonuses 
for perfect solitaire games. 

Of course, it's never that easy. Horses play 
bumper cars with each other and knock you 
out of your horse's comfort zone, or push the 
cards you're trying to get out of your path. 
They'll also box you in on the home stretch, 
forcing you to use up precious energy to get 
past and possibly affecting your finish. Getting 
a lousy set of Start Dash cards or a bad tableau 
will happen a lot as well, and you'll spend a lot 
of time cursing the RNG gods. You can buy 
buffs from Chirp the peddler before races, but 
the price will go up exponentially when your 
horses start winning the big bucks, and once 
your horse "graduates" from training, it's left 
up to chance whether Chirp will even show up. 


NINTENDO 
GAME FREAK 


Pixel Economy DODGE CLUB PARTY 


AS SOMEONE WHO loved Dot Arcade 
last year, | was intrigued by what Dodge Club Party 
could bring to the table – but right away, | felt 
underwhelmed by what the game was trying to offer. 
You move a square around in a 4:3 2D environment 
and try to survive for as long as you can. That's it. 
You have two enemies to deal with: the Fireball 
Wisp and the Spark. The fireball moves all across the 
field, while the Spark ensures that you can't just 
hide on one of the walls. It's similar, of course, to 
how the original Dodge Club played when it was part 
of Dot Arcade, but in this version the playing field is 
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larger, to allow for multiplayer. 

You can play with up to four people dodging at 
once, or add a fifth player who controls the Fireball 
Wisp via the GamePad. In that mode, the dodgers 
have to work together to survive. It can be funny 
with a group of friends cooperating or competing. 

What breaks the fun factor for me is not its sim- 
plicity, but the fact that there's no cool arcade art to 
look at (like there was in Dot Arcade) or 
something else to makes it all more 
appealing. The biggest plus is the 
music, which I'll continue to enjoy 
listening to on my phone! - DAAN 


Saddle Up for Some Solitaire 


The visual presentation is cartoony and 
cute, with some special horses thrown into the 
mix along with your "jellybean" thoroughbreds. 
Horses with tabby silks and kitty hitchhikers! 
Cosplaying horses! Fire-breathing dragon 
horses! ROBOT HORSES! 

However, the game doesn't really make a lot 
of its mechanics very clear, such as how 
Enthusiasm translates to how well you'll 
perform on the home stretch, or how to unlock 
some of the special horses. The advice from the 
mascot, Horse-Off-Course, sometimes helps, 
but there's a reason why some on Miiverse 
have nicknamed him "Clippy." 

Like Game Freak's other major franchise, 
you'll be able to raise a whole new generation 
of champions once your horses have retired 
from active racing. Sires and dams can be 
shared using QR codes, which is a huge plus in 
winning the 21 trophies you'll need to 100% 
complete the game. 

The only major issue I’ve experienced with 
performance is lag on the lower screen during 
some of the 14-16 horse races, especially when 
a Runaway horse is tearing through the pack 
like a bowling ball. 

Great art style, great challenges and hours 
of racing fun - Game Freak's won the Triple 
Crown! - REBECCA 
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The Adventure Continues 


Hello and welcome, folks, to the ONE...the 
ONLY: OUTREALM TRIAAAL GROUNDS! КА 


FIRE EMBLEM FATES: MAP PACK 1 


FIRE EMBLEM FATES was pretty 
much everything | wanted. | didn't 
think it would outdo Awakening, but | 
was wrong - as the Conquest story- 
line in particular exceeded my 
expectations. There's just so much to 
do in this world it's insane, and I 
spent way more time than I'd care to 
admit in the city-building aspect. 
Plus, there's more opportunities to 
hang out with your crew than ever 
before. On top of all that, now, you 
can add more DLC to the mix. 
Without wasting any time, let's 
break this map pack down. As an 
initial "Season Pass" of sorts, you're 
paying $20 for roughly $25 worth of 
content. Buyers are getting 12 pieces 
in all, with a few caveats - two of 
them are actually free, and although 
most of them are $1.99, one is $4.49 
because it's a twofer. Confused yet? 
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Don't be, as I’m going to briefly 
touch on the highs and lows of the 
pack. 

As a general rule, there's a decent 
difficulty spread across Map Pack 1. 
There are several missions that skew 
toward the easy side, but others 
(Hidden Truths, Battle Royale) are 
more in line with the Conquest 
campaign. Several advanced classes 
are sprinkled in as rewards, as well 
as weapons, abilities, other useful 
items and even a party member (FE's 
recurring Trickster, Anna). I really 
like the idea of getting rewards in 
particular that can be applied to the 
rest of the game. 

I'll admit it’s a tad annoying to 
have to pick up both halves of Fates, 
the Revelation DLC, all of the amiibo 
and the Map Packs to get the "full" 
experience, but having played 
through all of it, it's worth it. Even 
the throwaway content isn't "bad" 


per se, as the core of Fates shines 
through to elevate it over most of its 
current competition. | welcomed the 
idea of being weighed down by addi- 
tional party members and choices, 
because that's what a strategy game 
is all about - especially in Conquest, 
where I had to think more than I ever 
have before with the series. 

Another major benefit of the pack 
is that you get Ghostly Gold (which 
can be used to grind for, what else, 
gold!), and Boo Camp (a map that 
scales, and grants great XP), which 
can help you in a pinch in the really 
tough Conquest storyline. It’s... 
kind of a cheat code in a way, as the 
Conquest campaign explicitly forbids 
grinding, yet if you want it, it's there. 
Museum Melee can also be grinded 
out for weapons, which brings back 
many memories of doing the same 
thing in Awakening. 

But if you're going piecemeal, I 
highly recommend picking up Anna 
on the Run, Battle Royale and Hidden 
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Truths (which is actually two maps) 
as they're the strongest of the 
bunch. The former isn't all that 
special mission-wise, but the extra 
party member reward pays divi- 
dends for your main save file, and 
the latter is easily the most challeng- 
ing out of everything in Map Pack 1. I 
sort of wish there was a "challenge" 
pack of sorts like what Nintendo did 
with the New Super Mario Bros. 2 
DLC, but again, as a one-stop shop, it 
does a good job at keeping just 
about every type of fan happy. 
Grabbing Map Pack 1 isn't a bad 
idea if you can't get enough Fates, 
though several of the maps don't 
really provide anything you couldn't 
experience already in the (arguably 
stuffed) base game. This goes double 
(or triple) if you picked up Revelation 
or the other half of the core edition. 
Provided that you enjoy this 
offering, there's also 
a "Map Pack 2" 
with six maps 
that just con- 
cluded in 
June. Grab it 
too! - CHRIS 
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Islands and Aliens 


STARTROPICS 


MIKE JONES MAY not have the name recognition of Mario or 
Link, but like those iconic heroes, he made his gaming debut on 
the NES. His first adventure, StarTropics, saw the ace pitcher 
traveling to the islands of the Southern Sea, where his uncle, 
the researcher Dr. Jones, was mysteriously abducted. Armed 
with a trusty yo-yo, it becomes Mike's mission to travel around 
the archipelago and investigate his uncle's disappearance. 

On the surface, StarTropics bears more than a passing 
resemblance to another one of Nintendo's NES adventures, The 
Legend of Zelda. Like that seminal title, the game unfolds from 
an overhead perspective as you guide Mike around the islands, 
interacting with their residents, solving puzzles and venturing 
through enemy-infested dungeons. 

Despite these similarities, however, there are some impor- 
tant differences that set StarTropics apart. Perhaps the most 
notable is the controls. Unlike Link, Mike can manually jump, 
and you'll need to make use of that skill to navigate the game's 
myriad dungeons, where puzzles typically revolve around 
hopping between tiles. Another important distinction is that 
Mike doesn't amass an arsenal of items; aside from his yo-yo, 
the weapons you acquire can only be used in the area in which 
they're found. Together, these elements give the gameplay its 
own distinctive hook, and it feels very satisfying to clear each 
dungeon's challenges. 

But while StarTropics holds up better than other titles 
from the 8-bit era, the game is still very much a product of 
its time and will occasionally be frustrating. You'll often find 
yourself at a loss for what to do because the game didn't 
adequately explain where to go or didn't denote 
secret passageways with a visual cue. Worse, 
some pathways through dungeons are in- 
tentionally misleading and will drop you 
into certain death. Restore Points take 
some of the sting out of these cheap 
moments, but they nevertheless get in 
the way of your enjoyment. 

Even with that in mind, StarTropics 
is still worth a look for its unique 
take on action RPGs. - KEVIN K. 
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Time Travel to Track Tetrads 
ZODAS REVENGE: STARTROPICS Il 


ORIGINALLY RELEASED IN 1994 on the 
NES (mind-boggling that a brand-new NES 
game came out about two years before the 
Nintendo 64 launched), Zoda’s Revenge: 
StarTropics ІІ manages to out-weird its pre- 
decessor – but loses a little bit of charm and 
quality along the way. Zoda’s Revenge is a 
time travel story, but with a bit of a peculiar, 
alternate-history bent. Erstwhile Seattleite 
southpaw Mike Jones gets sent back to the 
past and has to journey through different 
eras to collect Tetrads (a.k.a. the seven 
pieces you play with in the game Tetris) to 
eventually defeat Zoda’s revenge-seeking 
clones. 

The time traveling starts out normal as 
you fight a boar in the Stone Age, but soon 
you're sharing a pizza with Cleopatra in 
Egypt and chilling with Sherlock Holmes – 
who, need | remind you, is a fictional charac- 
ter - in 1800s London. It’s all delightfully 
dopey and fits the off-kilter tone of 
StarTropics well. The time-spanning quest 
loses a bit of the charming island vibe of the 

original, but the zaniness makes up for it. 
Gameplay is still reminiscent of 

the first Legend of 


Zelda, with top-down dungeons, a variety of 
weapons and even magic attacks. Zoda's 
Revenge ditches the grid-based movement 
of the first StarTropics, which, as time wears 
on, doesn't work as well. You do have more 
freedom of movement and can even change 
your direction in the middle of a jump, but it 
makes jumping and attacking less precise. 
The grid movement might not have been 
perfect, but it wound up being a little easier 
to work with than the eight directions of 
freedom here. 

The new weapon additions are mostly 
fantastic, tying into the alt-history mayhem 
(and apparently Leonardo da Vinci - not the 
Ninja Turtle — owns a katana?). The weapons 
are a little more balanced, too, as the 
regular weapons aren't governed by the 
amount of health you have filled. 

While it ultimately plays second fiddle to 
its underappreciated predecessor, Zoda's 
Revenge is a light-hearted Zelda-esque 
journey with a ridiculous story and fun 
adventuring. We might never see Mike Jones 
rise again to show up in Smash Bros. or any 
other adventure, but at least Nintendo keeps 
bringing these two games back to Virtual 
Console so we can all dream of the alternate 
history where StarTropics was a global 
success, Sherlock Holmes was a real person 
and the keys to the universe were just one 
big Tetris joke. - NEAL 
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THE SHEIKAH SLATE 


With precious little to talk about regarding "The Legend of Zelda for Wii U" 
over the past year, fans had plenty of time to debate over the nature of the 
book-looking item attached to Link's belt in last November's brief bit of video 
footage and the promotional art released above, just a couple of months ago. 
Many rightly guessed that its eye-shaped icon was a return of the series’ 
classic Sheikah symbol, connecting the item with the lost race most often 
solely represented by Impa in past games (and Sheik, debatably). What few 
fans likely guessed correctly was that it isn't a book, but Hyrule's equivalent 
of an iPad! It's the Sheikah Slate, an actual, technological tablet device that is 
boldly flinging this longtime fantasy series more fully into the realm of 
science fiction than it's ever ventured before. The multipurpose tablet 
performs several different tasks for Link. It displays a map of Hyrule, and 
allows you to set reminder markers for places you'd like to come back to. It 
scans enemies from a distance, assessing their power levels like a scouter out 
of Dragon Ball Z, letting you know whether or not you're strong enough to 
beat them. It unlocks the entrances to underground shrines, and, once inside, 
it can be upgraded to serve even more action-oriented and puzzle-solving 
functions . .. but more on those in a few more pages! 


THE LEGEND 


OF ZELDA: 


P 


“OPEN YOUR EYES.” 

Link, our hero, is asleep. 

"Open your eyes," a voice calls out. 

It shouldn't be a surprise that he's 
asleep - he most often is at the begin- 
ning of new Zelda games. 

"Wake up, Link!" 

And then he does. And he's not in a 
house. He's not in a school. He's not 
even in a bed - when Link opens his 
eyes to begin this game, he finds 
himself lying in a pool of water, in 
some kind of stasis pod, hidden in a 
cave. 

He's been sleeping there for 100 
years. 


AN UNSPOKEN STORY 

The Legend of Zelda: Breath of the 
Wild gives you very little to go on in its 
opening moments. In fact, that bit 
about it being a full century since Link 
fell asleep isn't even explained up 
front - you only learn it after complet- 
ing the first "go to this spot" quest, 
which some players may not decide to 
do right away. No, the game itself is 
deliberately detailless from the start, 
and it'll be up to you to discover the 
story for yourself throughout your 
journey through Hyrule. 

Hyrule itself will give you your first 
clues as to what's been happening 
while Link's been dreaming - it's in 
desperate condition. Buildings have 
crumbled. Monsters roam free across 
huge expanses of land. The Hylian 
people seem to be missing entirely, 
save for a lone old man who greets 
our hero when he emerges out into 
the sunlight for the first time in over a 
century - he surely knows more than 
he's letting on, but he's not telling. 


BREATH OF THE WILD 


The story, then, takes a backseat – 
at least at first - to what appears to 
be the real focus of this latest sequel: 
pure exploration. 


A MASSIVE WORLD 

You can go anywhere. You can climb 
anything. You can stick close to the 
starting cave in the game's opening 
moments, exploring only your immedi- 
ate surroundings - or you can pick a 
direction and take off running for 
hours on end. 

While Nintendo's kept a lid on just 
about every facet of Breath of the Wild 
throughout the last few years, it was a 
well-known fact that they'd be pre- 
senting us with a wide open world to 
discover this time around. And now we 
know just how far that horizon will 
stretch - this game's explorable area 
is just slightly smaller than the size of 
planet Mira in Xenoblade Chronicles X. 

Anyone who's played that game, let 
that sink in for a moment - Mira was 
by far the most enormous world we'd 
ever been given in any Nintendo title, 
and its scale was so vast that you had 
to get a gigantic flying mech suit with 
a motorcycle transformation just to 
have any hope of seeing it all. Link? 
He's on foot. Sometimes horseback. 
This Hyrule is going to take an incred- 
ible amount of time to fully traverse, 
and there won't be any giant robots 
for our hero to ride in to make that 
task any faster. 


THE ROLE OF TECHNOLOGY 

... But then again, maybe giant robots 
aren't entirely out of the realm of pos- 
sibility this time! Breath of the Wild's 
version of Hyrule is a vast wilderness, 
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true, but the cave in which Link wakes 
up is less a hole in the ground and 
more the kind of hibernation chamber 
you'd see in a sci-fi film. You're given 
the new Sheikah Slate before you step 
outside, the most technological tool 
yet in the entire Zelda franchise - and 
the existence of what is basically a 
product designed by Apple in an oth- 
erwise entirely undeveloped world is 
yet another mystery that confronts 
you from the start. 

It's an odd dichotomy - the world is 
untamed, but it has hints of a more 
advanced culture right away. So flying 
robots? With an iPad on Link's belt, we 
can't rule out anything yet. 
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INTO THE WILD 
There's little time to dwell on the mys- 
teries surrounding Link's first waking 
moments when you step outside, as 
the game of survival begins immedi- 
ately. You start with nothing. No 
sword. No shield. Not even clothes! 
(Though a couple of treasure chests on 
your way out of the cave solve that 
last problem, at least.) Just like the 
original Legend of Zelda, you meet an 
old man right away - but he doesn't 
say, "It's dangerous to go alone." Не 
doesn't offer you a sword. This time, 
you have to go alone - and find a 
weapon on your own. 

Or you could just steal his. 


Breath of the Wild is a quest of 
gathering when it begins, as you have 
to find weapons, shields and clothing 
out in the wilderness to equip Link for 
the challenges ahead. Your first sword 
likely won't be a sword at all, but just 
a fallen tree branch you pick up off the 
ground. Your first shield will probably 
be a pot lid. But don't get too discour- 
aged by the thought of a shabby, ill- 
equipped hero, because there are tons 
of different options for armor and 
armanents! 

There are axes. Spears. Swords. 
The kind of pitchfork a farmer would 
use. Some of them in good condition; 
others, not so much. It's a wealth of 


weapons seemingly everywhere, and 
that's a good thing, because all of 
them wear down and break over time 
in this Zelda! So if you find an old, 
rusted broadsword, you have to be 
wise about how many Bokoblins you 
try to slash with it, lest it shatter mid- 
strike while more enemies close in 
around you. 

Having such weak weapons seems 
like it would be an annoyance, but you 
can carry tons of equipment at once 
and quickly switch to another in your 
magical, invisible storage pouch if one 
breaks. (Breath of the Wild is going for 
more realism in lots of ways, but Link's 
still got a Bag of Holding, apparently.) 


THE HUNT IS ОМ 

Once you do manage to find yourself a 
worthwhile blade, you'll probably set 
about the Legend of Zelda series’ 
iconic timewasting task of cutting 
every bit of tall grass you can find. In 
past games, this was an instantly 
rewarding activity — health-restoring 
Hearts and Hyrule's native currency of 
Rupees would spring forth out of thin 
air with nearly every slice. 

Not any more. Hearts and Rupees 
have been removed from the wild 
entirely. Now, you'll only be able to 
restore Link's health by eating, and 
you'll only be able to earn money by 
selling goods you've gathered. 

It's a drastic shift from the series" 
established conventions, which is just 
what Mr. Aonuma and his team were 
going for with this new sequel. In 
planning for Breath of the Wild, appar- 
ently, Aonuma directed his staff to go 
out and play the most popular adven- 
ture games made by other companies 
- like Capcom's Monster Hunter series 
and Bethesda's Elder Scrolls (Skyrim, 
specifically) - and report back to him 
just what it was in those designs that 
resonated with their fans so much. He 
then took those ideas, distilled them 
down and found ways to integrate the 
best of them into the world of Zelda. 


The result? Old concepts that have 
defined Link's adventures for over 30 
years have been kicked to the curb - 
like being able to easily restore your 
life at any time by just slashing grass 
or breaking a pot to grab Hearts. Now, 
as in other, more modern adventures, 
you have to be much more mindful of 
maintaining Link's remaining life force 
by gathering edible items from the 
environment and eating them to give 
his Heart Meter a boost. (Yes, the old 
meter of heart-shaped icons remains 
as the measure of our hero's health, 
even if Hearts themselves no longer 
replenish it.) 

You can gather food in two ways: 
foraging or hunting. Foraging is simple 
enough - you just gather mushrooms 
off the ground, pluck apples out of 
trees or snag small creatures like bugs 
or frogs with your bare hands. For 
larger animals, though, you'll truly 
have to hunt - creeping up on boars, 
birds or deer slowly and cautiously, 
taking aim with your bow and shooting 
them from a distance. When you take 
down an animal successfully, its body 
will disappear in a puff of smoke, but 
it will leave behind a hunk of meat 
where it fell. 

And once you've gathered enough 
of these edible items, it's time to cook. 


LINK THE CHEF 

Anything you find that's edible can be 
eaten immediately to give you a small 
boost in health – a quick chomp of an 
apple or a shroom will bolster Link by 
just a bit. But if you want to give his 
Heart Meter a real recharge, you'll 
want to take the time to cook your 
food before you eat it. 

Campfires abound in Hyrule (and if 
you can't find one nearby, you can 
build one yourself with a combination 
of firewood and flint). With roaring 
flames at the ready, you select food 
from your inventory and set it on the 
ground next to the blaze. After a few 
moments there, the heat will trans- 


form the edible item into a more nutri- 


tious version of itself. Apples become 
Baked Apples. Steaks become Seared 
Steaks. Each cooked piece of food 
restores more life energy than it 
would have when consumed raw. 

But campfires are just the start – 
for creating really delectable delica- 
cies, you'll need to find an iron 
cooking pot. These are more rare to 
come across, but it's worth seeking 
them out, because they allow you to 
toss as many as five different ingredi- 
ents in together to create complicated 
dishes like the Hasty Mushroom 
Skewer (which temporarily increases 


Link's movement speed) or the Hearty 
Steamed Meat (which gives you extra 
hearts on your Heart Meter for a while 
- until you take enough damage from 
an enemy to cause them to drop off). 
So combining multiple items and 
cooking up complex recipes not only 
gives you consumables that can keep 
Link from visiting the Game Over 
screen, but also enhance other 
aspects of his survival ability as well. 


DON'T FREEZE 

Surviving in the wild isn't all about 
keeping Link well fed, though. You've 
also got to keep him comfortable, 
temperature-wise! A new thermom- 
eter is a small but constant presence 
on the game's U.I., and you'll have to 
take note of it when traveling into 
areas that are too cold or too hot to 
stand when wearing basic clothes. For 
snow-covered lands, you'll need to 
bundle him up. For oppressively hot 
zones, you'll have to pull some layers 
off. It’s not going to be as simple as 
just finding a Goron Tunic to instantly 
resist heat any more! 

What's more, you'll also have to 
contend with constantly changing 
weather conditions and a day-and- 
night cycle too, both of which will keep 
the temperature fluctuating - and also 
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give you other challenges to deal with. 
Did you just build yourself a campfire 
to do some cooking? Better hope a 
freak storm doesn't blow in with a 
downpour that douses it in an instant. 
Want to claim the contents of a chest 
that's being kept in a Bokoblin camp? 
You might want to wait until night falls 
and those brutes all go to sleep, so 
you can sneak in stab them one at a 
time with stealth attacks instead of 
fighting them all as a group in broad 
daylight. 


LINK THE NINJA 

Oh, stealth attacks? Yep, those are 
new too - they're called Sneakstrikes, 
and being able to pull one off success- 
fuly means you'll need to keep an eye 
on another new element in the U.I. 
just introduced: a sound gauge. It's 
tucked underneath the thermometer 
and constantly lets you now just how 
loud you're being. Keeping your move- 
ments slow and patient will keep your 
auditory output low, allowing you to 
creep up on targets like a ninja. 

And also quite ninja-like? Link's 
new ability to free climb just about 
any surface he sees! Aonuma's team 
must have played some Uncharted or 
Assassin's Creed games to inspire this 
aspect of Breath of the Wild's design, 


eae 


as Link has never been able to be this 
free with vertical exploration before — 
older games forced you to find vines 
or ladders in order to get up higher. 
No longer! Now you can leap on any 
rock face or building and our hero will 
instantly start finding handholds and 
footholds and clamber his way up to 
the top. 

The meter you have to keep an eye 
on for climbing, though, is the Stamina 
Gauge returning from Skyward Sword. 
Link can climb just about anything, 
yes, but he's limited by what his 
muscles can take. But then again, if 
you want to boost his stamina to be 
able to climb taller walls, all you have 
to do is cook up the right meal with 
the right ingredients and eat up before 
attempting the ascent! 


INTO THE DEPTHS 

There's even more to discuss about 
Link exploring and surviving in the wil- 
derness, but being outside is just one 
piece of the adventure - because 
Zeldas have to have underground 
labyrinths and puzzle-filled dungeons 
to explore, too! Breath of the Wild is 
no different in that regard, except 
when it comes to quantity. We haven't 
yet seen any full, complex dungeons 
lorded over by bosses at the end, but 


YOUR PARTNER, WOLF LINK! 


Did you play through The Legend of Zelda: Twilight Princess HD? Did 
you unlock the Cave of Shadows, and battle through its depths to reach 
its end? If not, perhaps you should, because doing so and then saving 
your remaining Hearts to the Wolf Link amiibo will give you a boost in 
Breath of the Wild! Wolf Link can be summoned into this new game 
world to act as a companion character, running around with you and 
fighting foes as an A.I.-controlled ally. The amount of life energy he has 
is determined by whether or not you played through the Cave of 
Shadows, though, and how well you did there - so go for a perfect run! 


Nintendo has given us a look at 
several "shrines." 

There are said to be over 100 of 
these new mini-dungeons, each of 
which provides just a few rooms" 
worth of puzzles and combat to 
overcome. At E3, Nintendo focused on 
showing off shrines that gave new 
abilities to Link's Sheikah Slate. Like 
installing new apps to your iPad, the 
shrines update your Slate with a new 
function when you step through their 
door, then challenge you to master it 
to reach a goal point. The Slate abili- 
ties (also called Runes) are so robust 
that they're basically the equivalent of 
getting new items in past games! 

The Bomb Rune is the closest 
analogue to past Zeldas, since bombs 
have been in the series since the 
beginning. They're not an item that 
you carry in a bag this time, though, 
but can be endlessly manifested from 
the Slate any time you need one (with 
a cooldown period each time, so you 
can't spam a barrage of bombs). The 
traditional round bombs are back, this 
time able to roll down hills to attack 
enemies below - but they're joined by 
new, square-shaped bombs that will 
stay in place right where you set them 
down. Both varieties are detonated 
remotely, too, at your command. 


An all-new gameplay mechanic is 
activated by the Slate's Magnesis Rune 
- lets you send out a magical tether 
to attach to any metallic object, then 
freely move that object around to 
anywhere you like. Throw open huge 
metal doors. Cast steel boxes aside. 
Grab hold of huge boulders and drop 
them on Bokoblins' heads! 

The Cryonis Rune gives Link the 
power to freeze water, creating ice 
columns to use as platforms to stand 
on or barriers to protect him from 
enemy attacks. 

But my personal favorite, and quite 
timely for our focus in this NF issue, is 
the Stasis Rune. It lets Link stop time! 
Aiming the Slate at any object in the 
environment, Link can temporally 
freeze it, cutting it off from the normal 
flow of time while everything else 
around it continues moving and 
behaving normally. (Spectral chains 
latch onto the object to show you 
what's been frozen and what hasn't.) 
You can then leave the time-stopped 
object alone if you like, or – and this is 
incredibly cool — you can bash it with 
your weapons while it's frozen. If you 
do that, it will build up kinetic energy 
for every blow you land on it, and the 
energy will stack again and again and 
again. And then, when it finally comes 


out of its state of stasis, all that built- 
up energy will be unleashed all at 
once. So, for example, if you put a 
boulder into stasis and whack it 10 
times with a sledgehammer, it will go 
flying through the sky when it gets 
unfrozen! It's incredibly satisfying! 


TIME, AND THE TIMELINE 

That usage of the Statis Rune is just 
the latest way the Zelda series has 
played around with the natural flow of 
time (and we'll look back at the others 
later on). But is it another hint at the 
mystery of the game overall? What 
role will time itself really play in the 
final, full adventure? 

That breathtaking view of Hyrule 
laid out before you (on Page 28), is 
what you first see when Link steps out 
from his century-long sleep chamber. 
But the second thing you see, when 
you turn to the right, is Ocarina of 
Time's Temple of Time. It's right there, 


decayed and decrepit - the first 
building that gives you your first hint 
that Link's been asleep for a long, long 
while. 

Zelda franchise fans have become 
incredibly fervent about the series’ 
official timeline throughout the past 
several years, as it was just with the 
release of the last mainline console 
sequel, 20115 Skyward Sword, that the 
connections between all the past 
installments were made known by 
Nintendo. This is the first new console 
adventure since then, and everyone's 
immediately leapt into the task of 
trying to properly place it within that 
framework. 

It's proving to be a challenging 
endeavor. The Temple of Time is right 
there, so that would suggest that this 
game takes place after Ocarina of 
Time. But there are also Koroks that 
appear hidden throughout Hyrule, 
which connects it to The Wind Waker. 


Then there's the fact that this Link 
may not be an all-new Link at all, but 
one of the previous Links we've seen 
before, just waking up from a century- 
long nap to go on another adventure. 
And he's right-handed, so does that 
means he's the Link from Skyward 
Sword? 

There's even a theory making the 
rounds already that Breath of the Wild 
should be placed at the very end of 
every branching path of the timeline, 
to be a point of convergence where 
they all come back together. Who 
knows? 

Well, the old man you meet at the 
very beginning certainly does. And he 
opens up a bit more in Link's second 
conversation with him, filling in just a 
bit more of the backstory and pointing 
out the villain of this installment: a 
swirling, smoky cloud hovering around 
Hyrule Castle in the distance. Its 
name? "Calamity Ganon." 


THE BREATH OF THE WILD AMIIBO SERIES 


THE WAIT CONTINUES 

The version of Breath of the Wild 
shown off at E3 2016 seemed to be 
nearly complete, but we'll still have to 
wait until 2017 to get our hands on the 
final version. That's because it's going 
to launch simultaneously for both the 
Wii U and Nintendo's new NX console, 
and the NX isn't scheduled to arrive 
until next March. 

Mr. Aonuma didn't talk much about 
the NX version while at this year's E3, 
but did say that it would be "the same 
experience" as the Wii U one, so we're 
probably not looking at a total repeat 
of Twilight Princess' launch (that game 
had two different control schemes on 
its two different systems, a reversed 
world map and other differences). No, 
Breath of the Wild should be essen- 
tially the same adventure whether you 
choose to play it as your NX's first 
quest or your Wii U's swan song. Either 
way, we can't wait! - LUCAS 


Wolf Link isn't the only amiibo that will work with Breath of the Wild, as Nintendo is at last extending the Legend of Zelda amiibo series to include more than one 
figure! Three different amiibo have been revealed, inspired by the new game: Archer Link, Rider Link and the Guardian. The Guardian you'll recall from this new 
sequel’s first teaser trailer from back in 2014 - it's a monstrous foe that plagues Link in several places throughout the new Hyrule. Its amiibo is massive, extend- 
ing well beyond the bounds of its circular foundation - and its legs will be flexible and poseable! Nintendo hasn't revealed its in-game function yet, though - or 
the functions of either new Link figure, either. Perhaps Archer Link refills your quiver or powers up your arrows? Maybe Rider Link summons Epona in an instant? 
And what of any other amiibo figures — will there be more companions we can summon, like Wolf Link? Maybe Waluigi can be our sidekick character . . . 


EVER OASIS 


Surprise! It’s the Secret of the Seedlings! 


ONE UNEXPECTED SURPRISE to 
come out of Nintendo’s Treehouse pre- 
sentation schedule at E3 this year was 
the announcement of an all-new RPG 
franchise. It’s called Ever Oasis, and 
it’s an Ancient Egypt-themed action 
RPG set to be released for the 3DS in 
2017. It’s being developed by Grezzo, 
the same team that worked on The 
Legend of Zelda: Tri Force Heroes and 
ported both Ocarina of Time and 
Majora’s Mask to the 3DS, and it’s 
being produced and directed by 
industry veteran Koichi Ishii. 

Ishii directed the first three Final 
Fantasy titles back in the 8-bit era. He 
created Chocobos, Moogles and the 
Jobs System. And he also created the 
Mana franchise (known as the Seiken 
Densetsu series in Japan), which 
encompasses various titles from the 
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Game Boy to the PlayStation 2, includ- 
ing such classics as Final Fantasy 
Adventure/Sword of Mana and the 
SNES masterpiece, Secret of Mana. 
Ever Oasis revolves around Tethu, a 
young Seedling (a desert race with 
magical powers over growth and culti- 
vation). Tethu is one of the few chosen 
Seedlings who hold the power to grow 
an entire oasis out of the lifeless 
desert. At the game's onset, Tethu's 
brother has been kidnaped by the 
forces of Chaos, which has corrupted 
their desert and its inhabitants - and 
Tethu has been left to fend for himself. 
With the help of the water spirit Isuna, 
he plants an oasis and then works to 
maintain it in order to attract wander- 
ing adventurers of various tribes, such 
as the quail-like Noot and the serpen- 
tine Dra. Shops - called Bloom Booths 
- can be raised by recruiting other 
Seedlings to assist Tethu in planting; 
they're watered using Dewadems, the 


game's liquidous currency. Once 
opened, they can be stocked with 
items for purchasing by wanderers for 
more Dewadems, but only during 
daylight hours. There are also special 
seeds you can raise which affect sales 
and attract wanderers, adding a stra- 
tegic element to populating and store 
stocking. Tethu can also forage for 
items in deserts and dungeons and 
synthesize new items and equipment 
that can be sold or equipped. 

Calling back to the three-person 
party in Secret of Mana, Tethu can 
take a party of three into puzzle-filled 
dungeons. While Tethu's 
"chosen one" status 


gives him the Green 
Gale ability to 


create whirl- д 


winds, other 
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Seedlings 
can turn 
into seeds 


to roll into tight spots (à la Samus' 
Morph Ball), and the Dra can use their 
spears to shatter tough rocks, or as a 
ever to lift heavy objects. 

Combat is fought in real time, and 
the demo shown at E3 included a 
battle between Tethu, another 
Seedling named Roto and Miura the 
Dra against Baastu, a winged lion 
guardian corrupted by Chaos. Like in 
Secret of Mana, you'll be able to 
switch freely between all three of your 
party members during combat in 
order to coordinate an attack on an 
enemy weak point. However, unlike 
Secret of Mana, there do not appear to 
be any plans for Ever Oasis to have 
multiplayer support. 

With a true veteran at the helm and 
influences from some of the most 
beloved JRPGs from the 19905, Ever 
Oasis may be the perfect mix of both 
modern and classic JRPG elements. 
Hopefully it will cultivate a new follow- 
ing for a new IP! - REBECCA 


MARIO PARTY: STAR 
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The party's going portable again, but this time with no down time! 


SOME ARGUE THAT the worst part 
of Mario Party games is the waiting. If 
you're playing with three other players 
on the game board, it means 3/4 of 
your board time is spent watching 
others play out their move. While 
more recent sequels have moved 
things along pretty quickly, it's still an 
issue that's kept the series from main- 
taining interest and excitement. 

Mario Party: Star Rush removes 
much of the waiting by making it your 
turn perpetually. You still have to wait 
for other players to decide their 
move, but then everyone moves 
simultaneously. It's such a 


simple shift that you'll wonder why it 
took until the 15th game in the series- 
for the idea to be introduced! 

At E3, a mode called Toad Scramble 
was shown, which will be the main 
mode. Players pick the type of Toad 
that suits them (from four colors) and 
the game begins. Each board looks 
less like a board game and more like a 
level in a traditional 3D Mario game. 
Players have much more perceived 
freedom as they can traverse tiles on 

the board in more creative and stra- 
tegic methods - just roll the die 
and pick your path. Other 

Mushroom Kingdom charac- 
ters can be recruited 

on the board and 
subsequently played 


as on the board and in minigames. 
Nintendo's also confirmed amiibo 
support, along with announcing seven 
new Mario series amiibo (see Page 11 
for details). The entire Super Mario 
line of amiibo will be compatible with 
the game, but their exact functionality 
has yet to be revealed. Items can also 
be found and employed to aid tra- 
versal and help gain advantages. 
Minigames are still the crux of the 
party, and plenty of new ones have 
arrived. Minigames are activated 
through items and balloons on the 
board, and some of them allow others 
to potentially steal ally characters. It 
doesn't seem like there's much advan- 
tage to playing as an ally character or 
as a Toad, though - Mario Party 
has always allowed board 
elements to set handicaps 
and power-ups rather 
than chosen characters. 
While we only saw a few 
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—№ You recruited Mario! 
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games, it appears that the tradition of 
mixing skill- and luck-based mini- 
games to determine overall winners 
will continue once again. 

The goal of each board shown at E3 
was to get a star back from a boss. 
Bosses shown included Mega Goomba, 
King Bob-omb, King Boo and Kamek. If 
the partiers roll the right number, they 
can opt to go straight for the boss on 
the board and skip all the fluff - and 
the first one to the boss gets a head- 
start of a few seconds before the 
others are able to join in. The player 
causing the most damage to the boss 
during the battle wins the star. Once 
the star's awarded, a new board is 
played. The E3 Treehouse demo 
showed that five boss battles would 
complete the game, but it wasn't 
shown if there were other options for 
game length. We'll see just how many 
options we get when the party starts 
later this year! - BRETT 
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DISNEY MAGICAL WORLD 2 
Explore even more lands of wonder! 


IT'S BEEN NEARLY three years (feel old yet?) since Frozen, and | 
think it's time for Disney to let it go. But they definitely aren't, as 
the Frozen Ever After Ride has just opened at Walt Disney World's 
Epcot and Frozen characters are still popping up just about every- 
where else, too. While it's not due out in the States until October, I 
had the chance to play Disney Magical World 2 at Tokyo Game 
Show last year, and surprise - there was tons of Frozen in it! 

For the most part, everything was the same as the first game, 
just slightly more refined, with seemingly more to do. The town 
was bigger, there were more items to peruse, and, of course, 
there are more characters. Bandai Namco has revealed a huge 
list, and the highlights include Hercules, Wreck-It Ralph, the Three 
Caballeros and even the Aristocats – from a movie most younger 
Disney fans probably haven't even heard of. 

There will be six core worlds though, and naturally, Frozen's 
Arendelle is one of them, complete with an Olaf NPC guide. The 
other realms are drawn from Lilo & Stitch, The Little Mermaid, 
Snow White, Alice in Wonderland and Winnie the Pooh - the latter 
two of which are repeats. The "Fab Five" (Mickey, Minnie, Donald, 
Goofy and Pluto) also return as core characters, as well as Daisy, 
who at this point deserves a spot in that pantheon. 

There's minigames, combat, photo ops and dress-up opportu- 
nities galore. What I really like about the Magical World series is 
that it doesn't simply try to copy Animal Crossing. It's a simulation 
game at heart, but it does its own thing, and it really benefits 
from it – especially with the RPG-like action scenes, which almost 
play out like a top-down Kingdom Hearts. 

If you want to know if you're the target audience for Disney 
Magical World 2, you should probably just pick up the first game 
at some point and have an open mind. It'll be deeply discounted 
by the time the sequel rolls around later this year, and if you have 
a kid or kids who love Disney movies, even better! - CHRIS 
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STYLE SAVVY: FASHION FORWARD 
The new boutique’s finally opening in North America! 


JUST IN TIME for a little virtual back to 
school shopping, Style Savvy: Fashion 
Forward, the third game in the Style 
Savvy franchise, will be released in North 
America on the 3DS on August 19. It's 
been out in Europe and Australia since 
last November (under the title New 
Fashion Boutique 2), and from what's 
been shown from across the pond and 
Down Under, Fashion Forward is taking 
the series Nintendo fashionistas know 
and love and giving it a magical twist. 

You've been given a letter from your 
grandmother that contains a little key, 
which opens a little door in a dollhouse. 
From that little door emerges a very little 
girl named Sophie, who's the co-manager 
of a fashion boutique in the city beyond 
the door, Beaumonde (or Fashion Narnia, 
as I like to call it). One shrinking spell 
later, you're on your way to following in 
your grandmother's footsteps and 
working to turn Beaumonde into the 
most stylish place on Earth! 

Not only will you be making personal 
recommendations to customers as in the 
previous two Style Savvy games, but 
there are more jobs awaiting you in 
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Beaumonde. Hairdressing has you asking 
your clients questions about their prefer- 
ences and activities to clue yourself in to 
selecting the cut and color that will work 
best for them. As a makeup artist, you 
can either give clients complete make- 
overs, or recreate looks from pictures 
they bring into your shop. Modeling has 
you posing for photoshoots and strutting 
down the catwalk, wowing the crowd by 
selecting gestures and effects to attract 
the audience. 

There's also a place called Caprice 
Chalet that Animal Crossing: Happy 
Home Designer fans will flock to, where 
you can do some pint-size interior deco- 
rating. Finally, you'll be able to design 
your own clothing and accessories, and 
even your own designer logo! 

That's not all: amiibo can be used to 
unlock special Nintendo-themed clothing 
and accessories. Over a dozen different 
items can be unlocked, including a Mario 
beret, a Kirby handbag, Isabelle's blouse 
and vest, a Lucina-inspired miniskirt and 
Splatoon-themed leggings! 

It's a big change from the setting of 
the previous games, but we'll see if this 
magical world is the right fit for Style 
Savvy in August! - REBECCA 


You can do my make-up to look just 
like Callie's, can't you? 
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IN THE SUMMER of 2013, Atlus 
brought Shin Megami Tensei IV to 305 – 
the first new, numbered entry in the Shin 
Megami Tensei series (the non-Nintendo 
half of the Tokyo Mirage Sessions #ЕЕ 
inspiration) in roughly a decade. The 
dark RPG brought the series' demon 
negotiation and Press Turn battle system 
to 3DS and, at the time, was very well 
regarded. Unbeknownst to us all, after 
development ended on Shin Megami 
Tensei IV, the development team at Atlus 
started working on a direct follow-up, 
which eventually became known as Shin 
Megami Tensei IV: Apocalypse. 

While the story of this new RPG has 
some callbacks to the previous game, 
Apocalypse is a totally unique tale that 
puts you in control of Nanashi - who, to 
kick off this game, brutally kicks the 
bucket as he and his friends are slaugh- 
tered by a demon who looks like a horse 
with peacock feathers. Death isn't the 
end, though, as our hero is reborn thanks 
to the mysterious demon Dagda. 

You don't really know why Dagda 
wants you back in the living world, but 
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SHIN MEGAMI TENSEI IV: 
APOCALYPSE 


with a second chance at life, you journey 
throughout Tokyo, negotiating and 
fighting with a cast of more than 450 
demons as you figure out what exactly 
Dagda and the dangerous dueling gods 
Lucifer and Merkabah are up to. Tokyo is 
a terrifying place to live in this reality, as 
it remains covered by the dome intro- 
duced in SMT IV, cutting it off from the 
outside world and causing the humans 
there to fight over dwindling resources. 

This RPG features numerous endings, 
though unlike Shin Megami Tensei IV, 
none of the endings exist as binarily 
good or evil; most of Apocalypse’s finales 
are dark shades of grey. 

Combat and the general flow of the 
game are very similar to Shin Megami 
Tensei ІМ. Some tweaks are there, such as 
Smirking in battles adding new and dif- 
ferent effects than before. You also have 
numerous different partners at your 
disposal this time, offering more variety 
than in the previous game. 

Promising a 40-hour story with an 
extra 20+ hours of side content, Shin 
Megami Tensei IV: Apocalypse should be 
another worthy addition the 3DS’ bevy of 
RPGs this year! - NEAL 


CORPSE PARTY 


ONE OF THE most gruesome games you'll have the chance to 
play this Summer is Corpse Party. Originally released on the PSP 
back in 2011, the game revolves around a group of high school 
students from the Kisaragi Academy. As they’re performing a 
charm for a departing classmate, a sudden earthquake rocks the 
room and somehow transports them all to the Heavenly Host 
Elementary School - which should be impossible, since, in their 
reality, that school had been torn down years ago after a series of 
horrifying murders took place there. Have they been thrown back 
in time? Are they in some parallel dimension? The friends will 
have to explore the school to investigate, all while avoiding the 
ghosts of the students who lost their lives there and have no 
intention of ever letting these new arrivals leave with theirs. 

This 3DS port retains the survival horror gameplay the game 
has become known for on other platforms. You go through various 
rooms, interact with objects like documents, avoid evil spirits and 
reunite with your classmates. It’s easy to die. You'll have to stay 
on your toes, as one misstep can lead you to a deadly ending. 
That tension is what keeps the game engaging! 

This version makes use of the 3DS’ dual screens by keeping the 
upper screen totally free of any clutter, increasing immersion. 
Even better, the game will be fully uncensored and retain its 
original Japanese voices. The biggest addition, however, is a slew 
of extra chapters - they'll delve deeper into the relationships of 
the characters. These new chapters apparently aren’t voiced for 
the most part, but they'll be a neat extra nonetheless! - DAAN 
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BOXED BONUSES 


At launch, XSEED will bundle Corpse Party with a 
soundtrack CD and a pair of 2.5-inch figurines, both 
of which will have interchangeable faces and arms. 

It'll be called the "Back to School Edition." Nifty! 
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ALOHA FROM ALOLA! If you were 
one of the fans guessing that the new 
region for Pokémon Sun and Moon 
would be based on the islands of 
Hawaii, congratulations! You got it 
exactly right. The seventh generation 
of everybody's favorite "gotta catch 
'em all" franchise is taking us straight 
to Pikachu's take on the Aloha State. 
(Just swapping out the "H" for a 
second "L" in the name.) 

Alola is a vibrant, tropical region 
that instantly sets itself apart from the 
lands we've explored in past install- 
ments of the Pokémon series. We've 
Seen a region with bright colors and 
lots of water before (Hoenn) and a 
region based on a prominent part of 
the United States too (Unova), but 
Alola combines those two aspects 
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together, and then blazes new trails — 
with its trails! 

Now, Pokémon X, Y, Omega Ruby 
and Alpha Sapphire should still be 
pretty fresh in Poké-fans' minds. And 
they did a great job of transitioning 
the series into 3D for the first time, 
but it was still fairly obvious that every 
environment was built on a standard 
square grid underneath the surface. 
Seriously, go back and play one of 
those games for a few minutes with a 
critical eye to the construction of each 
route... tons of right angles every- 
where, right? But Pokémon Sun and 
Moon have finally broken free from 
the grids, as the trails your Trainer 
runs along in this adventure are free- 
flowing and fully natural. Paths twist 
and turn, then intersect with one 
another by crossing over at several 
different angles. Hills add real eleva- 
tion changes as you explore, so you're 
no longer running along level ground 


Welcome to paradise, cousin. 
This is the Alola region! 


OKÉMON SUN & MOON 


everywhere you go. You have a new 
freedom in getting from place to 
place, as often there are multiple 
paths to choose from in heading to the 
same destination. 

Because getting from Point A to 
Point B is no longer a matter of 
walking in a straight line, the develop- 
ers at Game Freak have gifted Alola's 
Trainers with the most dynamic 
Pokédex yet: the Rotom Pokédex! It's a 
Рокедех that has been inhabited by 
the Electric/Ghost Pokemon Rotom – 
the little guy who was first introduced 
in Generation IV and could leap inside 
household appliances like ovens, fans, 
refrigerators and lawnmowers to 
change his abilities for battle. This 
time he’s possessing your Pokedex to 
give you a constant companion char- 
acter who can offer guidance along 
the way, should you need any assis- 
tance. An ever-present map is part of 
that package, as Rotom will display 


your immediate surroundings on the 
touchscreen and help you set markers 
to direct you toward your next desti- 
nation. 

If you want to! You're also free to 
wander aimlessly, discovering the 
mysteries of the islands at your own 
pace. And yes, that's islands, plural, as 
this adventure will span four large, 
main landmasses inspired by Hawaii's 
different real-world locales - as well 
as several, smaller islands peppered 
around here and there (some of which 
Game Freak is, of course, intentionally 
obscuring right now in the official 
Alola artwork over on Page 40). 

As in past Pokémon adventures, 
you play as a kid who has just moved 
to this new area and you decide to get 
out and explore the world around you, 
catching Pokémon along the way and 
presumably still following the formula 
of winning eight Gym Badges to prove 
yourself worthy of challenging Alola's 
Elite Four. We haven't seen that far 
into the adventure yet, though! 


КОУУІ ЕТ: ALWAYS WATCHING YOUR BACK! 


SAY HELLO TO the newest darling of the Pokémon fandom! Reactions аге 
always mixed when The Pokémon Company pulls back the curtain on designs for 
all-new monsters, but not so much with this little guy — it seems he's pretty 
much universally loved and adored already! 

Rowlet is the Grass Quill Pokémon. He's a tiny little feathered friend based on 
a barn owl, and bestowed with the oddly adorable defining feature of that real- 
world bird: the ability to twist and turn his head around nearly a full 180 degrees 


in any direction. In battle, this allows Rowlet to glance backward and receive 
direct instructions from its Trainer for what its next move should be! 

Speaking of moves, an all-new one has been created just for Rowlet: Leafage. 
It's a new introductory Grass-type move, functioning as an equivalent to Ember 
or Water Gun and doing basic, S.T.A.B.-assisted damage from Rowlet's very first 
battle and on. You can see it in action in the screenshot above and the concept 
art below - basically, Rowlet's feathers are made, in part, from leaves. Leafage 
simply launches some of this leafy plumage straight at your foes' faces. 

Even more interesting? Rowlet is the Pokémon franchise's first-ever starter to 
be part Flying-type. Whereas your other choices are the traditional pure Fire and 
pure Water options, Rowlet's Grass/Flying from the beginning, giving you two 
different ways to score that sweet Same Type Attack Bonus in the game's early 
hours. The Pokémon series is over 20 years old now, but Rowlet's just the second 
dual-typed starter in all that time! You'd have to go back to the first generation 
to find the other one: good old Bulbasaur, who was Grass/Poison. (Nearly all of 
Kanto's Grass 'mons were half-Poison, for some reason.) 


Speaking of the past Grass starters, Rowlet's also carrying on where Chespin 
left off by not being some kind of reptile (like the first five were), and the long- 
running tradition of being mostly green is taking a break, too, as this little owl's 
more of a tawny brown color overall. Rowlet's more connected to past starters 
of other types if you're looking at things from the avian angle, as it completes a 
trio with Generation 1115 Torchic and Generation IV's Piplup, making it so each of 
the three main starter types has now had some kind of bird representative. 

Rowlet's made an incredibly positive first impression on everyone, but some 
fans remain cautious in their optimism, wanting to know what its evolved forms 
will look like before totally cementing their starter selection. Perhaps the little 
leaf bowtie is a clue, and Rowlet's evolutions will resemble well-dressed gentle- 
men? There are already plenty of fan artists out there trying to figure out a way 
in which some kind of top hat can be added to this owl's ensemble! 
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POPPLIO: NOT JUST CLOWNING AROUND 


WHEREAS IT SEEMS like nearly everyone loved Rowlet right out of the gate, 
the Poké-fans' reactions to this new Water-type starter were much more muted 
in their enthusiasm. (That's the gentle way of saying some people really hated 
it.) Maybe because people aren't vibing with the circus-inspired look? 

Popplio is the Sea Lion Pokémon, but is clearly and specifically based on the 
trained sea lions that perform tricks in circus shows. It mirrors the famous ball- 
balancing-on-the-nose trick by snorting out balloons made of water and then 
using them to enable a playful battle strategy - the concept art below illustrates 
well what The Pokémon Company has in mind for this 'mon, as it seems like it'll 


always be on the move on the battlefield - bouncing, spinning and flipping 
around while using its water bubbles to both aid in its own movement and 
impede the mobility of its opponents. 

Of course, we may see very little of that flash and flare in the Sun and Moon 
games directly — Popplio's real appeal will probably only be conveyed through 
the anime, when its movements will be unhindered by the constraints of having 
to fit within the standard video game battle parameters and the animators can 
really go wild with the bubble-blowing and -bouncing gimmick. 

Speaking of those bubbles, you'd think that Popplio's first Water-type move 
would be, well, Bubble. But it's not – they're giving it Water Gun right off the bat. 
A weird way to be inconsistent with their character-building, don't you think? 

And speaking of inconsistent, remember back in Generation V when the 
shell-wielding Oshawott (obviously based on an otter) eventually evolved 
into the shell-sword-wielding Samurott (who looks a whole lot more 
like a circus sea lion)? That was a weird evolution progression, but it 
now seems even weirder in hindsight, since Samurott and Popplio 
have clearly been inspired by the same animal. But since the "fully 
evolved Water-type starter sea lion" already exists, what route will 
Popplio now take as it grows in experience and changes its form? 
Some fans are speculating that later stages will put even heavier 
emphasis on the circus idea, such that Popplio will look more and 
more like a clown in its second and third forms. If that turns out to be 
the case, we don't expect it will help sway the opinions of the naysayers 
who responded negatively to this first form! Lots of people find clowns to be 
creepy, and hopefully TPC knows that and goes a different direction. 


LITTEN: WHEN FURBALLS ARE FIREBALLS 


LAST BUT NOT least, it's the lit little kitten, Litten. Cat lovers of the world, 
rejoice! The Pokémon Company has finally let a feline 'mon be a starter. 

Cats have inspired tons of past Pokémon designs - Meowth, Persian, Skitty, 
Delcatty, Glameow, Purugly, Purrloin, Liepard, Litleo, Pyroar, Shinx, Luxio, 
Luxray, Espurr and Meowstic for sure, and some fans will even argue in favor of 
more beyond those. (There's even a faction out there who think Mewtwo is a 
cat.) So Litten's not winning any awards on originality of inspiration here. 
Luckily, TPC has taken this new tabby in a different direction than those others. 

Litten is the Fire Cat Pokémon, but achieves its flamethrowing in a new way: 
Whereas many past Fire-types have been able to just spontaneously generate 
flames out of nowhere, Litten instead preps for its Fire-type attacks by licking its 
ur. Its body is covered in flammable oils, you see, and Litten amasses balls of 
hair while grooming itself that can then be spit out at its opponents - and 
it aflame before they're sent flying, of course. Ever thought a cat hacking 
up a hairball was gross? Well, now it's an effective Pokémon attack! 

Litten will also arch its back when sending the fur flying, and the hair 
on its spine will spike straight up into the air at the same time for an 
added bit of visual flair. That's another well-known aspect of cat biology 
that has somehow never been adapted by any of the past cat monsters! 

If you've been following Pokémon for a long time, you may be aware 
of the long-running theory that TPC aligns the Fire-type starters with 
the animals of the Chinese Zodiac. There are 12 different creatures in 
total in that ancient cycle, and through Charmander, Cyndaquil, Torchic, 


Chimchar, Tepig and Fennekin, the Dragon, Rat, Rooster, Monkey, Pig and Dog 
have all been referenced. OK, so there's some dispute about whether or not 
Fennekin, as a fox, should really count toward the Dog position - but even if 
you think that choice broke the cycle in Gen VI, Litten seems to be setting it back 
on track by referencing the Zodiac Tiger. Just look at those stripes! It may not 
look very tiger-ish yet, but that pattern of markings could certainly be a clue 
that Litten's evolved forms will become more and more tiger-like. 

Another fan theory making the rounds is that Rowlet, Popplio and Litten are 
all tied together by the circus motif. Popplio's performing sea lion is the most 
apparent, but the well-dressed Rowlet could be the ringmaster and Litten 
could be referencing the tigers and lions that are trained to leap through 
rings of fire. If that's the case, Litten's command of flames could 
get much flashier as it evolves! 


ь 
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What we have seen is a lot of the 
game's earliest moments, including 
the starting village (located on the 
island that's the second from the left 
up there, based on Hawaii's island of 
Oahu) and several of the characters 
who'll greet you as you begin your 
journey. 

There's Professor Kukui, a rugged, 
shirtless Pokemon researcher who 
specializes in studying Pokemon 
moves by allowing the Pokemon to 
attack him directly. 

There's Hala, a kindly older man 
who may be Kukui's predecessor as a 
past Pokemon professor – he still 
handles giving starter Pokemon to 
new Trainers and hosts ceremonial 
battles to honor the local deity. 

There's Hau, a young man who's 
also just starting his own Pokémon 
journey and becomes your friendly 
rival. And then another potential rival, 
Lillie, who's Kukui's research assistant 
and is said to play an important role in 


the story (though she apparently 
doesn't like to see Pokémon battle one 
another, so it's a bit of a mystery why 
she'd want to work as the assistant to 
a professor who's so focused on 
exactly that). 

But the real draw of new Pokémon 
games aren't the new human charac- 
ters, right? It's the new Pokemon! 
Alola is packed with plenty of them, so 
lay to rest any fears that there would 
be no new faces to encounter in the 
tall grass here! 

We've just profiled the starters on 
pages all to themselves, and it will be 
a hard decision as always to decide 
which of the three to choose! Rowlet, 
Litten and Popplio collectively seem to 
have made a bigger splash with the 
fandom than any past set of starters 
(though that may just be because 
social media is more ubiquitous these 
days). Regardless, it's clear fans are 
excited and have already begun 
declaring their allegiances! 


I'm leaning toward Rowlet myself, 
since Flying is my favorite type and I 
can't very well ignore the first-ever 
Flying-type starter, can I? But then I 
also like the look of Pikipek, the new 
woodpecker Pokémon. We featured it 
in our last issue with a bit of fan art 
that tried to guess at its final look, and 
came pretty close! It'll be available to 
catch in the game's very first route, 
along with a mean-looking mongoose 
named Yungoos and a new early Bug- 
type called Grubbin. (It looks like a 
little beetle larva.) 

The legendaries representing both 
Sun and Moon have been unveiled as 
well. Solgaleo is a Psychic/Steel lion 
who will adorn the box art of Sun, 


while Moon's mascot will be a sinister- 
looking Psychic/Ghost bat named 
Lunala. Magearna, the Steel/Fairy who 
is the star of the anime's most recent 
movie, has been reconfirmed to 
appear, and for anyone who's bummed 
that we aren't going to be getting a 
"Pokémon 7" like we had hoped and 
guessed, you can at least be reassured 
that Zygarde and its new forms have 
not been forgotten. The dog-like 1096 
Forme and the mech-like Complete 
Forme have both been shown off in 
battle in Sun and Moon by The 
Pokemon Company, so there should be 
some kind of sidequest included here 
in Alola to recapture that nearly for- 
gotten Kalos legendary and give it 
some more time in the spotlight. 

I'm having to hold myself back from 
filling even more space in this issue 
with Pokémon Sun and Moon info, 
because I'm thrilled with everything 
we've seen so far. But we'll have a 
huge Pokémon issue soon! - LUCAS 


YO-KAI WATCH 2: 
BONY SPIRITS & FLESHY SOULS 


Time-traveling back to the Yo-kai world's past. 


DO YOU EVER wonder what your 
parents were like as kids? How about 
your grandparents? That must have been 
ages ago, right? Well, in Yo-kai Watch 2, 
our hero gets to find out firsthand. 

This sequel to last year's Pokémon 
challenger Yo-kai Watch begins with a 
memory mystery - Nate (or Katie) has 
lost every memory of the adventures of 
the first game. All of the Yo-kai you 
befriended have had their memories 
erased as well, so it appears that every- 
thing's going to be starting over from 
square one... but really, it’s all a ruse. 
Your chosen hero recovers his/her lost 
memories within just the first few 
moments of the game, and the true focus 
of this quest is revealed not to be 
reclaiming your missing memories, but 
traveling through time! 

It’s a bit of an odd swerve, but then 
Yo-kai Watch is odd above any other 
descriptor, so it's a sudden shift that's in 
keeping with the series' style. 
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After re-recruiting your core compan- 
ions Whisper and Jibanyan, you resume 
your normal activities of exploring the 
world around you and befriending the 
hidden Yo-kai you discover. But when you 
meet a new Jibanyan lookalike who's 
hanging out around your grandfather's 
old house, you find out that this Yo-kai 
cat actually knew your grandpa when 
your grandpa was your age! To prove it, 
he opens a portal in time and flings you 
back 60 years into the past, and there 
you meet the old man when he's still just 
a kid. Whoa, this is heavy! 

The remainder of Yo-kai Watch 2 then 
plays out across the two distinct time 
periods of the present and the past, as 
you leap back and forth at will and 
discover all-new "Classic" Yo-kai from six 
decades ago that just aren't around any 
more in the modern day and age. In 
total, Yo-kai Watch 2 adds about 200 new 
Yo-kai to find and befriend beyond the 
number introduced in the original game! 

There's much more to cover with this 
time-warping sequel, so we'll check in 
with it again next time! - LUCAS 
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GSQUARETENIX 


DRAGON QUEST VII: 


FRAGMENTS OF THE Е ! 
FORGOTTEN PAST — Vivela France! 


ENGLISH-SPEAKINGS САМЕК$, it's time to thank the French. 

Apparently, without the Dragon Quest fans living in France, 
localizations of this new 3DS remake of Dragon Quest VII would 
not have happened. It first launched in Japan all the way back in 
February 2013, after all - it's been nearly three and a half years’ 
worth of waiting! But at some point within the last third of a 
decade, Dragon Quest creator Yuji Horii was pushed over the edge 
of uncertainty specifically by the passion of French fans, who had 
mounted a letter-writing campaign that overran the Square Enix 
offices with requests for the game. 

Here in the United States, we've seen similar fan campaigns 
result in the North American release of Xenoblade Chronicles and 
even the resumption of suspended development for our cover 
game this time, Zero Time Dilemma. But Americans can't take the 
credit for this one — well done, France. 

We checked in with Dragon Quest VII: Fragments of the 
Forgotten Past a couple of issues ago, but aside from reporting 
that bit of news on why its localization is happening (which Mr. 
Horii revealed at E3), it also makes sense to highlight it again here 
since it is yet another upcoming game focused on time travel! 

If you don't recall or haven't yet heard, the story in this one 
begins with a boy discovering that his world used to have many 
more landmasses than the lone island he's known since he was 
born. Each one of these other islands met with some kind of cata- 
clysmic event at some point in the past that erased it from exis- 
tence - so he decides to travel back in time and undo the chain of 
events that led to each different moment of destruction. When he 
succeeds in the past and returns to the present, he finds the 
island he saved has been restored to the timeline. Like it was 
never gone at all! 

It's going to be a fascinating adventure to undertake, and 
luckily, we only have to wait a few more months for it! - LUCAS 
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ж: Well, I've fulfilled my duty. Now it's time to 
get back to the daily grind of robbing and 


general banditry. 
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LEGO DIMENSIONS 


UNLIKE OTHER GAMES in the toys-to-life category, LEGO 
Dimensions is not going to launch a separate sequel this year. 
Rather, last year's original game will simply get tons of new packs! 
Adventure Time, The A-Team, The Goonies, Teen Titans, Harry 
Potter, Beetlejuice, The Powerpuff Girls, Sonic the Hedgehog, 
Gremlins and more will combine in Year 2 of LEGO Dimensions. In 
total, they've announced 16 new IPs! The biggest franchises, like 
the new LEGO Batman Movie, will get story packs that redress 
your current portal for use with a new full adventure. 

Though it's not LEGO Dimensions 2, gathering all these addi- 
tions will cost almost as much as a full sequel (or more). Level 
Packs will net you a vehicle, character and portal makeover kit 
along with six new levels of gameplay. E3 had the Ghostbusters 
pack to play, along with a boatload of new characters to drop in. 
Fantastic Beasts will also get a story pack, so start saving up! 

Multiplayer battles have also been added, and any character 
with a yellow base will bring a new arena to that mode. Brawling 
and objective-based competition will drive these battles and any 
of the old or new characters can join. The best part? Four players 
сап join in the split-screen fun and battle it out! | had the chance 
to play in Adventure Time's Capture the Flag mode, and it ends up 
being much more than flag retrieval and return. Tower defense, 
one-on-one combat and strategy elements factor in, and it 
becomes quite hectic. Beast Boy vs. Jake? Slimer vs. Homer? E.T. 
vs. Gizmo? While | question if some characters' abilities will make 
them naturally better at this mode than others, one thing's not in 
question: This will be fun. This mode can also be played alone, 
meaning CPUs can round out the experience, for better or worse. 

These new characters will all have a staggered release, with 
some hitting in September, November, January and March. Expect 
the packs to follow the releases of new movie franchises and old 
movie anniversaries . . . somewhat. Regardless, it's too far from 
right now! | want all of these packs already! - BRETT 
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SKYLANDERS IMAGINATORS 


THE SKYLANDERS FRANCHISE has 
been on a roll these last few years. With 
titles like SuperChargers, Activision and 
Toys for Bob bring the best of the best to 
the toys-to-life genre. Every year has a 
unique gimmick, fun story lines and a 
host of creative creatures to boot. 

When it was time to think of this next 
entry, we can imagine that the word 
"creative" was constantly on their minds. 
With Skylanders Imaginators, new 
boundaries are pushed - and that leaves 
us excited in more ways than one. 

The story sees the return of Kaos, who 
has brewed a new plan to take over the 
Skylands: He's planning to use mystical 
Mind Magic to create his own army of 
evil creatures called the Doomlanders. 
With these at his disposal, the Skylanders 
will be powerless to stop him! 

Or will they? You, the Portalmaster, 
get access to the same magic, and it 
allows you to build your own custom 
heroes from scratch. With these newly 
created Skylanders, you'll be able to save 
the day in your very own way! 

You're given an impressive degree of 
freedom for how your new character will 
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look and operate. From its element and 
Class to its own theme music and catch- 
phrase, everything can be chosen from a 
solid variety of options that will expand 
further as you play the game. 

And speaking of the actual game, the 
gameplay is pretty much what you'd 
expect. You run, jump, attack and move 
about the environments to overcome 
various foes and obstacles - it's just the 
fact that you're using your own custom 
creation this time around that gives the 
standard experience a fresh feel. 

Also new are Sensei characters, which 
represent the best of the best in each 
class. Golden Queen, one of the villains 
in the previous games, has finally 
become a playable character! She slices 
and dices enemies with a grace that is 
unparalleled. A special guest character 
to tie into all of this is Crash Bandicoot, 
who has all of his original moves and 
wackiness from his original adventures. 
He becomes part of the Life element, 
where he's a Brawler Sensei. Neat stuff! 
(PlayStation players get a Crash bundle, 
but the figure will work on Wii U too.) 

With new options that bring flavor to 
this entry, | can't wait to see what other 
secrets Imaginators holds. Luckily, we're 
only months away from October, so I'm 
sure that we'll know more soon! - DAAN 


MONSTER HUNTER 
STO R | Е5 Japan's next big thing! 


IT'S BEEN OVER a year since we last 


checked in with Capcom's upcoming spin- 


off of the Monster Hunter series, called 
Monster Hunter Stories. After its initial 
unveiling in early 2015, Capcom's devel- 
opers locked themselves down and have 
been hacking away at it in privacy. But, 
finally, the curtain is beginning to be 
pulled back once again, as the game's 
finally nearly finished and heading for an 
October debut in Japan. 

And what a debut it's going to be! Be 
ready for this game to absolutely kick- 
start the biggest new craze in Japan 
since Yo-kai Watch, as Capcom's hitting 
fans hard with an anime adaptation, 
waves of tie-in merchandise and a set of 
three amiibo figures right from the start 
(making Capcom only the second non- 
first-party company to be allowed to 
make amiibo). Japanese gamers are 
already head over heels for the core, 
more mature main Monster Hunter 
series, so this spin-off's going to break 
sales records in its first days for sure. 

The game casts you as a young boy or 
girl who's just starting out on a journey 
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to become a Monster Rider. (Not Hunter 
- the difference is important.) You're 
given an egg that hatches into your first 
companion creature, and together you 
and your new best friend set off into the 
wilds to find and befriend even more 
monsters. Sound pretty much exactly like 
Pokémon, or Yo-kai Watch? It should — 
Capcom's fully aware of the massive 
success those brands have achieved, and 
this is their attempt at catching that 
same lightning in their own bottle. 

Monster Hunter Stories may prove to 
be even more dynamic and interesting 
than the games it's imitating, though, 
thanks to the fact that each creature you 
capture is rideable, and all of them have 
different skills that allow you more 
freedom in exploring the environment. 
Some can fly. Others run super fast. 
Some of them can climb up walls that 
others can't; others can use their hard 
heads to break down barriers; others can 
swim through the seas. The monsters in 
Pokémon and Yo-kai Watch have a lot of 
interesting abilities during battle scenes, 
but no "gotta catch 'em all" genre game 
has given as much directly controllable 
functionality to its cast of creatures as 
Monster Hunter Stories. Watch out for it 
— it's going to be huge! - LUCAS 


PREVIEWS 


С: HUNTER 
GENERATIONS 


Amaterasu is back in action? Wielding a sword?! 


IT'S PROBABLY STILL going to be a while before fans outside 
Japan get their hands on the new Monster Hunter Stories spin-off, 
but not too worry - because the mainline series is continuing 
right now! Monster Hunter Generations is shipping to store 
shelves just as this magazine's shipping to your mailbox. 

Evan checked in on this new sequel last time to go over the all- 
new Hunter Styles being introduced, but Capcom's since revealed 
some more stylish aspects of the game: more Capcom mascot 
costumes! And not just Mega Man gear. Mega Man's obvious, and 
has been honored in past Monster Hunter games already. This 
time we're talking fan favorites like Amaterasu from Okami! 

You can see that one up above. You know the phrase, "a wolf in 
sheep's clothing?" Well, how about a Felyne in wolf's clothing? It's 
more than a little odd to see a quadrupedal creature's skin worn 
by a warrior standing on just two legs and wielding a giant sword, 
but hey, never let it be said that the "serious" and "mature" half of 
the Monster Hunter brand doesn't know how to have goofy fun 
too. 

Other classic Capcom characters who'll be loaning their looks 
to the Generations wardrobe include Arthur from the Ghosts 'N 
Goblins games, Hiryu from the Strider series and at least a couple 
of World Warriors from the Street Fighter games: Blanka and 
Chun-Li. The costumes seem to be purely cosmetic in nature... 
but it would be cool to suddenly have access to Chun-Li's Spinning 
Bird Kick when battling a Rathalos, wouldn't it? 

If you're not already a fan of Monster Hunter, try out the demo 
of Generations in the eShop! - LUCAS 
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THE LIMITED EDITION 
NEW 3DS XL CONSOLE 


As if we didn't already have enough different, tanta- 
lizing special edition releases of 3DS hardware, here 
comes Capcom with another one! This stylish system 
launches alongside the game on July 15. Buy it if you 
have the cash, but if not, resist its temptation! 


YOOKA-LAYLEE 


Get ready to dive into Banjo- -Kazooie's spiritual successor! 


PERHAPS NO OTHER developer is 
as synonymous with 3D platformers as 
Rare. During the height of the genre's 
prominence in the late '90s, Rare was 
responsible for creating some of the 
most influential and beloved platform- 
ers of the time, including Donkey Kong 
64, Conker's Bad Fur Day and a pair of 
prawling adventures starring a 

ertain bear and bird duo. Since the 
tudio's sale to Microsoft in 2002, 
owever, platformers – particularly of 
he ilk that Rare crafted - waned in 
opularity, with only a few stalwarts 
ke Mario left carrying on the spirit 

he genre. But while it may have been 
well over a decade since the last time 
Rare released a new platformer, it’s 
clear the genre is still very near and 
dear to the developers’ hearts. That’s 
why a cadre of Rare alumni banded 
together to form Playtonic Games, and 
their debut effort, Yooka-Laylee, looks 
to hearken back to the halcyon days of 
3D platformers. 

From the outset, Yooka-Laylee was 
envisioned as a spiritual successor to 
the Banjo-Kazooie series, and it cer- 
tainly shows in the game's design. Like 
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the bear and bird before them, the 
titular heroes (an unlikely pairing of a 
nimble chameleon and a wisecracking 
bat) work together to explore five 
imaginative worlds, using their unique 
abilities to conquer the platforming 
challenges laid before them. 

Throughout their quest, the duo 
will be battling larger-than-life bosses, 
amassing googly-eyed collectibles, 
interacting with some colorful – and 
borderline inappropriate - characters 
(such as Trowzer the snake), and 
expanding their repertoire of special 
moves. 

Despite all of these similarities, 
however, Yooka-Laylee isn’t a simple 
retread of Banjo-Kazooie; the develop- 
ers have added plenty of new 
gameplay ideas to the mix as well, 
pushing the genre forward in some 
clever ways. This time around, you can 
pick and choose which moves you'd 
like to learn using the Quills you 
collect, and the game offers enough 
freedom to accommodate your own 
personal play style. There are also a 
handful of new skills that take advan- 
tage of the pair's inherent abilities. 
Yooka can use his prehensile tongue 
to ingest different power-ups - an ice 
berry, for instance, will allow the 
lizard to spew frigid projectiles – while 


Laylee can emit sonar attacks and 
ferry the pair through the air. 

But perhaps the most innovative of 
the game’s features are the Pagies. At 
first glance, these golden pages 
appear to be Yooka-Laylee’s answer to 
Jiggies, and while they do serve а 
similar role (you'll need to collect 
them to unlock new worlds and 
progress through the adventure), they 
also have a unique secondary 
function: In addition to opening the 
way forward, you can use Pagies to 
expand the worlds you've already 
visited. This gives you a much greater 
degree of freedom in shaping your 
own adventure, and provides an incen- 
tive to revisit levels you've already 
explored. 


Every facet of Yooka-Laylee oozes 
with the same charm that made Rare's 
N64 output so memorable, and that 
extends into the character design as 
well. The world of Yooka-Laylee is 
populated with an unusual assortment 
of characters who will lend their assis- 
tance to our heroes as they journey 
through Hivory Towers, the nefarious 
corporation run by Capital B, a 
money-hungry businessbee bent on 
absorbing the world's literature for his 
own financial gains. Among the helper 
characters the duo will encounter are 
Nimbo (a cloud with some precipita- 
tion problems), the aforementioned 
salessnake Trowzer, a sentient mine 
cart named Kartos and Dr. Puzz, a sci- 
entist whose concoctions allow Yooka 
and Laylee to undergo a number of 
outlandish transformations. 

And that's only a small sample of 
what you can expect from Yooka- 
Laylee! While the game's release has 
been pushed back into the first 
quarter of 2017 for further polishing, 
the footage and information that 
Playtonic has shared thus far make it 
clear that Yooka-Laylee is shaping 

up to be a glorious return to 3D 

platforming's golden era! 
- KEVIN K. 


5НАМТАЕ: HALF-GENIE HERO 


IT TOOK NEARLY 14 years, but Shantae's finally heading back to 
retail. Though she's been a digital-only adventurer for years, a 
new partnership between her developers at WayForward and the 
publishing dynamos at XSEED is taking her back to her roots. 

For those who aren't old enough to recall, Shantae's first game 
was published by Capcom as a physical Game Boy Color cartridge 
back in 2002. It was a GBC masterpiece, but the timing was poor — 
the Game Boy Advance had already pushed its predecessor aside, 
and not nearly enough people got to meet Matt Bozon's belly- 
dancing, hair-whipping hero in her first starring role. 

Undeterred, Bozon and his team kept their leading lady alive 
and active with new sequels in the years that followed, the most 
recent of which, Shantae and the Pirate's Curse, was our cover 
game for Issue #11! They'd already started work on this next 
adventure back then, though, and now it's finally nearing its finish 
line ... and the physical disc production line shortly thereafter! 

We'll have much more to share on Shantae: Half-Genie Hero in 
our final preview in our next issue, but for now let me say that it 
looks absolutely stunning with its gorgeous, huge, hand-drawn HD 
characters. Just look at that massive boss fight above! Screen- 
filling cartoon foes? Sign us up immediately! - LUCAS 
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STORY OF SEASONS: 
TRIO OF TOWNS 


STORY OF SEASONS was a huge 
success for XSEED Games (it was one of 
their fastest selling titles ever), and they 
announced in early June that they'll be 
bringing the next Bokujo Monogatari 
game to North America in 2017 as Story 
of Seasons: Trio of Towns. It’s the 20th 
anniversary game for the franchise, and 
has some cute and cuddly new features. 
Your farmer settles on a plot of land 
near the titular trio of towns - tropical 
paradise Lulucoco, traditional Japanese 
farming village Tsuyukusa and Old West- 
inspired Westown - and sets out to raise 
crops and livestock and mingle with the 
three towns’ villagers. As always, there 
are eligible bachelors and bachelorettes 
to court, including Inari - the guardian 
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deity of Tsuyukusa, based on the Shinto 
god of agriculture - who can be married 
by either gender. 

Good news for those farmers who love 
their pets: You're now able to choose 
from 28 varieties of cats, dogs апа... 
capybaras? There's also Hamtaro - the 
little hamster with the big adventures 
you may remember from the early 
20005! You'll also be able to raise quails 
and buffalo along with the usual sheep, 
chickens, cattle and alpacas, and deco- 
rating your farm is easier thanks to a 
new grid-based system. And the 
Nintendo collaborations are back - this 
time, there are costumes drawn straight 
out of the Mushroom Kingdom! 

The game was released on June 23 in 
Japan, and there's still a lot more to 
discover in the months ahead. Our antici- 
pation is growing! - REBECCA 
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ZERO TIME DI 


РМ TAKING MY time with this one. 

We just received the final version of 
Zero Time Dilemma for review a few 
days before our print deadline, and, if 
| wanted to, | could blaze through to 
its end credits in order to be able to 
put a review in this issue instead of 
this last preview. But that would be 
doing you, and myself, a disservice. 
This game tells a tale that deserves 
time to be told. It would be absolutely 
ridiculous to rush through it! You don't 
speedrun story-driven games. 

And | might not be able to finish it 
fast even if | wanted to, thanks to the 
devilish puzzles featured here! Zero 
Time Dilemma is a hybrid game design 
- one half is a visual novel, which is 
mostly hands-off as you watch and 
listen to scenes of characters interact- 
ing with each other, and the other half 
is an "escape the room" puzzler, which 
is incredibly hands-on, as you have to 
explore locked rooms searching for 
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keys to open doors, buttons to press 
and useful items to use, almost all of 
which aren't accessible without 
solving some kind of brainteaser or 
riddle. It's a game that offers a great 
balance overall, and especially so 
since you're given the power to leap 
around to different parts of the story 
at any time. So if you get stuck on a 
puzzle room, you can set it aside for a 
while and go watch some more story 
scenes to give your brain a break. 

Of course, watching those story 
scenes might just be even more taxing 
for your mind! The unique time twist 
of Zero Time Dilemma is that it tells its 
story in a completely arbitrary order. 
You - and the characters in the story – 
don't know what events have 
happened when. The timeline's all 
deliberately jumbled. 

Imagine taking a novel and tearing 
out its pages, shuffling them up into a 
random order and then reading the 
story like that. You'd eventually get 
the full tale, but it would have a ton of 
bouncing back and forth as you'd read 
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about the aftermath of characters' 
decisions before they made them, or 
witness the death of a protagonist in 
the first five minutes without any idea 
of how they came to be in the situa- 
tion that killed them. That's what Zero 
Time Dilemma does - you'll behold 
brutal murders that take the lives of 
each main character, and that just 
may be the first thing you see when 
you play! 

But wait, what's that? Murders? 
Characters getting killed? Yes, it's true 
- Zero Time Dilemma is a full-on "M 
for Mature" game with some seriously 
violent scenes. It follows nine charac- 
ters who've all been forced to play a 
twisted game of death by a mysterious 
madman named Zero. He traps the 
characters in an underground bomb 
shelter and promises to let them leave 
- but only three of them. That means 
that six (at least six) must die for the 
survivors to be set free. 

So, who will live? And who will die? 
And could there be some way to play 
and get all nine of them to survive? 
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It all depends on your decisions. 
ZTD's visual novel parts are mostly 
hands-off, as | said, but each of its 
story sequences leads to moments 
where you have to make a judgment 
call. Make the right one and the char- 
acters live. Make the wrong one? 
Instant death. 

But don't worry too much about 
seeing the Game Over screen, because 
you can quickly rewind time to that 
last moment of decision and select the 
other option instead, to see how the 
story would have turned out differ- 
ently. You'll eventually travel down 
every possible branching path from 
every possible decision, and while 
many of them will end in pain and loss 
for our cast of characters, at least one 
will hopefully lead to a happy ending. 

Of course, I don't know that for 
sure! Not yet. Because I'm taking my 
time, and letting the story sink in, bit 
by bit. I’ve put in several hours 
already and am just beginning to get a 
sense of the stories of all three teams, 
and I'd love nothing more than to 
binge-watch every bit of every scene 
right away! But this is the final Zero 
Escape. I'm going to savor it. 

Thanks for allowing me not to rush 
to a review. ІЛІ have it for you in our 
next issue! - LUCAS 


CARLOS 


Unlike the last two Zero Escape games іп 
which all nine main characters mixed and 
mingled with everyone else in the group, 
Zero Time Dilemma separates its Decision 
Game participants into three teams of 
three people apiece, with all-new charac- 
ters stepping into the role of team leader 
for each trio. Carlos is the first fresh face, 
serving as the leader of C-Team. Whereas 
many characters in the Zero Escape series 
Seem to have something to hide right off 
the bat, Carlos comes across as the 
opposite - he's an everyday hero; a fire- 
fighter who spends his waking hours 
working to save the lives of people trapped 
in burning buildings. How will being forced 
to participate in Zero's gruesome game of 
death twist and transform this wholesome- 
on-the-surface hero? Are there hidden 
layers of darkness lying under that smile? 
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AKANE 


As the third game ina trilogy, Zero Time 
Dilemma would naturally have callbacks to 
the previous two games - but since this is 

such a complicated, story-driven series, 
the reappearance of certain key characters 

is much more important and meaningful 
than simply being neat cameos or serving 
as fanservice. Anyone who's played the 
earlier games should remember the impor- 
tance of Akane, who was first introduced in 
999: Nine Hours, Nine Persons, Nine Doors 
as the sixth participant in the Nonary 
Game. There, she reconnected with her 
childhood friend Junpei and struggled to 
escape their captivity alongside him. In 

some endings, they failed - one or the both 
of them died in a variety of terrible ways. 

But Zero Time Dilemma doesn't take those 
timelines as canon, of course, as here she 

is again, once more thrust into the middle 
of a game of death - and once more 
playing alongside her soulmate, Junpei. 
They've never admitted their true feelings 
for one another directly, though. Will the 
events of this game finally convince them 
to stop playing around with each other's 

emotions and declare their love? 


JUNPEI 


This is not the "Jumpy" I remember. First 
introduced to us as the main protagonist of 
999: Nine Hours, Nine Persons, Nine Doors, 

Junpei was the perspective character in 
that debut game of the Zero Escape series. 
Every story scene played out from his point 

of view, and when the characters split off 

into different groups to investigate differ- 
ent rooms, the player would always follow 
along with wherever Junpei decided to go. 
He wore the Number 5 bracelet in that first 

appearance and is listed as Participant 5 

for this game as well, but that may be the 
only way in which this Junpei is connected 

to his past self — because his personality 
has totally changed. He was upbeat, 
encouraging and even funny as the hero of 

999, but something has happened to him 

off-screen in-between the two games – 
now he's brooding, cynical, untrusting of 
anyone else's motivations and seemingly 
resolved to accept death without a fight. 

What happened? We'll find out... 
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Obscured identity is part of the setup in 
every Zero Escape game. Back in 999: Nine 
Hours, Nine Persons, Nine Doors, all of the 
characters - except Junpei — intentionally 
keep their true identities a secret from the 

others as the game begins, each one 
adopting a code name to use rather than 
reveal their real first names. One of them, 
who chooses the code name Seven, is even 
suffering from amnesia - so he couldn't 
reveal his real identity even if he wanted 
to! In the second game, Virtue's Last 
Reward, the characters are similarly 
guarded about talking about themselves to 
each other at first, but the obscured 
identity idea goes another step further 
with the character of K. Like Seven, he has 
amnesia and is unable to remember who 
he is. But he's also locked inside a gigantic 
suit of metallic body armor, complete with 
a full-coverage helmet, so no one else can 
see who it is who's really in there - and he 
can't look into a mirror to clue himself in 
either. As both of those previous games 
played out, the truth of every character's 
identity was eventually revealed – and that 
will certainly be the case again with the kid 
seen below, known only as Q. As Zero Time 
Dilemma begins, most of the nine main 
characters know each other, as they've 
spent a few days living together in an 
isolated complex in a remote desert, 
meant to simulate the conditions of what a 
manned mission to Mars would be like. But 
when Zero knocks them all out and they 
wake up separated into these three teams 

and forced to play the Decision Game, Q 
here is added to the group out of nowhere. 

Just who is this little kid whose head is 
stuck in an unremovable helmet? How is it 
possible to breathe through that thing, or 
eat? Q's mystery is instantly intriguing. 


ERIC 


OK, let's not beat around the bush here: 
Eric is some kind of deranged psychopath. 
Just look at that guy! Look at how totally 
average and normal he appears. There's 
seriously no way he's anywhere near as 
bland and vanilla as he'd like everyone to 
think, and especially not since he's a char- 
acter in a Zero Escape game. Yes, | don't 
know anything at all for sure after just the 
short time I’ve spent with the game to this 
point, but my gut is pegging Eric as a true 
nutjob to be frightened of right away. And 
what would his motivation be for being so 
totally out of his mind? As with countless 
men throughout the ages, his madness is 
all thanks to his love for a woman. 
Specifically, the woman standing immedi- 
ately next to him! Yes, somehow this mild- 
mannered milquetoast has managed to 


make the exhibitionistic Mira his girlfriend. 


And if anything bad happens to her (and it 
will, guaranteed), you can be assured that 
Eric will get his rage-fueled revenge. 


MIRA 


So, listen. Kotaro Uchikoshi has definitely 
had his fair share of trouble with women. 
In the interview we've got with him later on 
in this issue, we had to edit out some of his 
less-than-family-friendly answers regard- 
ing his past exploits on the dating scene, 
and the fact that he's such a brilliant, 
twisted writer must be attributed, at least 
in part, to the fact that he's had his heart 
stomped on in the past. So his personal, 
painful history with women in his own life 
may be the reason why each one of the 
Zero Escape games features a woman like 
Mira: the kind of scantily-clad extrovert 
who probably wouldn't be your first choice 
of girlfriend to bring to the annual 
Christmas party at Grandma's house. In 
999, it was Lotus, a gifted computer pro- 
gramer who dressed like an exotic dancer 
from an Egyptian-themed nightclub. In 
Virtue's Last Reward, it was Alice, a secret 
agent who covered her torso with only a 
large necklace. Mira's just slightly more 
modest than that. Just slightly. 


DIANA 


If | painted a negative picture of Mr. 
Uchikoshi's feelings toward women over 
there in Mira's description just now, I 
apologize! He does always include buxom 
vixens in his stories, it seems, but he also 
counterbalances them with demure, 
reserved women as well. In 999, it was 
probably Akane who came the closest to 
filling this role, but that's debatable. No 
question about it in Virtue's Last Reward, 
though, because that game featured the 
motherly Luna among its cast of nine - she 
was wholesome, softspoken and friendly, 
and she never chose to betray anyone 
(unless she was forced to do so by an over- 
bearing partner). For Zero Time Dilemma, 
our new "Can't we all just be friends?" 
peacekeeper is named Diana. She's the 
leader of the third and final team, and 
always wants to assume the best of 
everyone around her - which could be dan- 
gerously naive when playing a game of 
life-or-death consequences. It seems like 
her role wouldn't be all that important, and 
yet she's presented more prominently than 
any other character on the game's box art. 
Could it be because she's so innocent? 
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PHI 


С-Теат has two returning characters from 
the first Zero Escape game, and D-Team 
has two returning characters from the 
second. (Q-Team is all originals for ZTD.) 
Phi is the first to be back from Virtue's Last 
Reward, which means you may still be 
recently familiar with her if you played that 
one just a couple of years ago on 3DS. She 
is the group's logical mind. Cold, calculat- 
ing and as emotionless as a Vulcan (on the 
surface), Phi calmly assesses each situation 
and offers wise, patient explanations of 
what each different decision would mean, 
consequence-wise. At least, that's how she 
acted in her first appearance - she was so 
cold there, in fact, that she'd frequently 
betray the other players in the game if it 
meant saving her own hide. Here, though? 
Those barriers she's built up to hide her 
true feelings have begun to crack and 
crumble, as she's become fiercely defen- 
sive of Sigma - the other character we've 
also seen once before, in Virtue's Last 
Reward. These two are a pair, working 
together in this new game of death inten- 
tionally, because they believe by doing so 
they'll be able to save the world. Will they 
succeed? Or will all their efforts be in vain? 


SIGMA 


Finally, last but certainly not least interest- 
ing is Sigma, who served as the protagonist 
of Virtue's Last Reward and begins this 
game as a direct continuation of the events 
of that one. I'd explain further, but that 
would be spoiling VLR for anyone who 
hasn't played it! Honestly, let me just reit- 
erate that I think the entire Zero Escape 
series is absolutely worth your investment 
of time and money to experience. Mr. 
Uchikoshi and his team have crafted an 
incredibly intricate, interconnected narra- 
tive that spans three games, and time 
itself! Begin at the beginning, take your 
time and enjoy having your mind blown! 
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К Since the day that Super Mario Bros.’ countdown clock started ticking | its seconds g 
away, “players have had to fight against not only the enemies ando Obstacles placed! 
before them in video games, but also against time itself. In the decades;since, 


eux 
| mánipulating time, traveling through time and racing against the clockihave SIE 


‘become more refined and complex ideas leveraged by great gemedesigns: — 
Let's take a look back at the different ways that games have fought against time 
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999: NINE HOURS, 
NINE PERSONS, 
NINE DOORS 


SINCE THE THIRD installment of the Zero Escape series is 
what inspired this discussion, let's first look back at its two 
predecessors! 999: Nine Hours, Nine Persons, Nine Doors was 
released on the DS in 2010, and it dealt with time in three dif- 
ferent ways. 

The first was the pure tension of having limited time to 
work with. The lengthy subtitle explains the story a bit: Nine 
different characters have been brought together to play a 
sinister game, and they only have nine hours to win, or else 
all of them will be killed! The characters' fear of their impend- 
ing deaths drives them all in different ways, causing some to 
focus intensely on the task of escaping their confinement, but 
causing others to act out irrationally and threaten their fellow 
players. It's palpably intense. 

The second unique use of time is that 999 introduced the 
series' signature decision-making moments following its story 
scenes, and every time you make a judgment call for what to 
do next, you split the timeline into two parallel paths. You 
may end up at a good ending your first time through, or you 
may pick a path in which everyone dies. Who knows? But once 
you reach any end point, you can go back and play through 
the game a second, third, fourth (etc.) time to try making dif- 
ferent decisions at those key turning points. 

Finally, the third way that 999 deals with time is straying a 
bit into spoiler territory, so if you want to play it fresh, you 
might want to duck out here. 

.. Still around? OK. Getting deeper into the game, 999 
starts to introduce some wild science-fiction concepts, like 
the morphogenetic field. Basically, the duress that the charac- 
ters endure by being placed in such a tense, murderous situa- 
tion causes their brains to be able to reach out psychically 
and link with other people's minds in other times. It's a wild 
notion, and it's just one of the game's crazy, time-twisting 


ZERO ESCAPE: 
VIRTUE'S LAST 
REWARD 


ORIGINALLY, KOTARO UCHIKOSHI had conceived of 
999: Nine Hours, Nine Persons, Nine Doors as only a single, 
standalone story. But when it became so wildly successful 
with so many fans, he was prompted to continue the tale and 
extend it to be a full series, branded overall as "Zero Escape." 
(So if you go looking for 999 now, you might find the reprint 
box that says Zero Escape on it instead.) 

The follow-up, Virtue's Last Reward, kept the tension, 
branching storyline paths and weird "psychic resonance 
through time" concepts from its predecessor, but then 
expanded on all of those ideas much more thoroughly. 

For the tension side of things, VLR set up its cast of nine 
new kidnapped characters to fight against one another with a 
game that encouraged betrayal. At key decision points, you'd 
choose whether or not to "ally" with another character or 
"betray" them. They'd make the same choice, and if you both 
picked "ally" then you'd both earn two points, getting closer 
to the nine total points needed to escape the game. If you 
both picked "betray," nothing would happen. Zero points lost 
and zero points gained. But if you picked "betray" while the 
other person picked "ally," you'd move up three points and 
they would lose two. 

Oh, and if your point total ever hit zero? Instant death. 

Time as a concept wasn't as much of a factor there, but it 
did play a huge part elsewhere. (So again, spoiler warning.) 
OK, sticking around again? While the storyline split into lots of 
parallel paths leading to several possible endings here, the 
order in which you played each path came into play as well – 
because the hero, Sigma, eventually develops the ability to 
remember his experiences from all the other parallel paths. 
It's freaky! Imagine making the decision to go to law school, 
but while attending classes there, you suddenly gain access to 
all your memories from medical school too, because an alter- 
nate version of you picked that life path instead. Weird! 
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RACING THE CLOCK 


WITH THE PREVIOUS Zero Escapes now profiled (you should 
totally go back and play them both before playing Zero Time 
Dilemma, by the way), let's jump back in time a few decades to 
remember video games' first major usage of the concept of 
time: racing against a clock. 


How do you instantly add tension to any activity? Give the par- 


ticipants only a limited time in which to complete their goal. The 
simple presence or lack of a countdown clock that's constantly 
ticking its seconds away is enough to fundamentally change how 
players engage with a game. The first Legend of Zelda? Still 
regarded as groundbreaking for its wide-open world that was 
explorable at any pace. How weird would it have been to have a 
time limit placed on that first journey through Hyrule? 

Ah, but the first Super Mario Bros. did have such a thing. It 
didn't come into play all that often, as most stages were short 
and simple enough to be completed before the timer ticked 
down anywhere near the zero mark - but when only 100 
seconds remained, the music would quicken its tempo and you 

couldn't help but get a little bit nervous 
that Mario might not be able to 
reach the flagpole fast 


ь enough. 


In that way, time became a true opponent to overcome in 
Nintendo's games. But rather than leave it as only an adversary, 
the company also introduced unique rewards for gamers who 
could clear their games quickly! 

The first Metroid is where that took root. Samus' original NES 
adventure had no visible timer on the screen, but there was a 
hidden one running behind the scenes from the moment you 
first took control of the helmeted hero. If you were able to clear 
the entire adventure fast enough, you'd earn the right to see 
Samus take that helmet off during the end credits, revealing 
that she was really a woman underneath all that armor! 

There were several different endings, in fact, with each total 
completion time earning a different one. (If you were truly slow, 
Samus would simply turn around and cry in shame.) 

The idea of rewarding speed was carried forward through the 
rest of the Metroid series, with the SNES masterpiece Super 
Metroid serving as the game that truly encapsulated the chal- 
lenge of blazing through a whole video game, start to finish, as 
fast as possible. Since its release, the community of video game 
"speedrunners" has grown exponentially, year after year, and 
now we get to enjoy the biannual Games Done Quick marathons, 
in which dedicated runners spend a week racing against the 
clock in game after game after game, streaming the video of 
their gameplay and taking in donations to support charities all 
the while! 

Truly, there's something primally appealing about being as 
fast as you can possibly be at any given task, and video games 
have become the place that embodies that pursuit - that 

glorious feeling of shaking your fist in defiance 
of time itself! 


*WHAT А HORRIBLE night to have a curse." 

Anyone who grew up playing the NES likely remembers that 
line vividly, as it filled many a young gamers' heart with dread. 

It was spoken by Simon Belmont in Castlevania 11: Simon's Quest, 
one of the first games to prominently include a day/night cycle 
in its design. The time of day became your enemy! During the 
daylight hours, adventuring throughout the lands surrounding 
Dracula's castle was relatively easy - but when night fell, every 
enemy was replaced by a darker, deadlier version of itself, and 
even the helpful townspeople strolling around rest stop villages 
would be swapped out for crazed zombies! АП you could do was 
power through, trying to survive until dawn, hoping and praying 
for Simon to finally say, "The morning sun has vanquished the 
horrible night." 

Since then, countless games have followed in Castlevania's 
footsteps and included representations of daytime and night- 
time in their designs. Games that feature day/night cycles 
almost always have a prominent reason for doing so, and the 
best of them are truly immersive as a result. 

The Harvest Moon series, for example. (Or Story of Seasons, 
these days.) In them, you're living the life of a farmer working 
the land - and you need to keep a farmer's hours. Waking up 
early to get started each morning, you toil in 
the fields until fatigue sets in, 
and you've just got no 
energy left to do any- 
thing other than let 
yourself collapse into 
bed to fall asleep. 

How about the 
Pokémon games? 
They first tapped into 
differentiating day from night in Gold and 
Silver, making it so some monsters could 
only be caught at certain times. 

Pikmin is a big one, as its make the cycle 
of the sun your timer as you race against the 
clock. You've only got until sunset to achieve 


Its too bigs dark 


and scary for 


me... 


IGHT AND DAY 


FEATURES 


as many objectives as you can, before hurrying back to the 
safety of your ship! (And any Pikmin left outside overnight get 
eaten by the nocturnal wildlife, the poor guys.) 

Minecraft? It’s the most popular modern game to put a real 
emphasis on day and night differences, as it’s all happy crafting 
while the sun is shining, but when night falls you know that the 
Creepers are coming to hiss at you and blow you up. 

Speaking of the sun shining, who out there remembers 
Boktai? It was a wonderfully innovative Game Boy Advance 
game made by Konami, with a cartridge that actually included a 
built-in solar sensor. You could literally not play the game at 
nighttime, as you needed to charge the hero’s in-game weapon 
by actually going outside and sucking up some sunlight! That’s a 
real fight against time, there. 

But when it comes to day, night and every time in-between, 
there’s no denying that the Animal Crossing series is Nintendo’s 
biggest example of how to make time matter. Its games actually 
track along with real time, using your system’s internal clock. So 
if you play them in the morning, it’s morning in your village. Play 
at 2 a.m.? Most characters will be sleeping, and shops will be 
closed. Oh, and don’t even think about messing with your clock 
settings or resetting the game without properly saving your 
progress, because Mr. Resetti will be furious if you do that! 
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TIME TRAVEL 


NOW WERE TALKING! Forget commonplace clocks and the 
passing of day into night - time is most exciting in video games 
that have no respect for its natural flow! Time travel was popu- 
larized as a science-fiction concept in the movies, but it's much 
more satisfying when you yourself are in control of changing 
history! 

And that's a distinction that I should make right away: There 
are two kinds of time travel games. In the first kind, time travel 
is merely a window dressing. Characters get flung backward or 
forward to different eras of history, but their actions there have 
little consequence. 

Take the SNES classic Teenage Mutant Ninja Turtles IV: Turtles 
in Time. In it, Leonardo, Donatello, Michelangelo and Raphael 
get zapped back to the age of the dinosaurs, then have to fight 
their way back to present day by warping to other notable eras, 
like the Old West. But it's all just cosmetic. 

Or Zoda's Revenge: StarTropics II? (Which we just reviewed 
back on Page 25.) It has Mike Jones hopping around through 
several different periods of the past too, but there's no real 
impact with what he does back then. Nothing changes in the 
future. 

For that, we look to the second kind of time travel game: the 
kind that make the time travel into a meaningful part of the 
gameplay and story. There's no better example to hold up than 
the 1995 SNES masterpiece, Chrono Trigger! 
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In Chrono Trigger, the actions you take in the past resonate 
forward to alter the future. For example, one of your first quests 
is to save the kidnapped Queen Leene. Her disappearance in the 
year 600 A.D. has caused your friend Marle - a descendant of 
Leene - to fade out of existence! But when you save the queen, 
the timeline is restored and Marle is once again born in the 
future as she was supposed to be. 

There are events that play out on a grander scale, too. Robo, 
your robotic ally whom you recruit from the year 2300 A.D., is 
effectively immortal - so at one point he elects to leave the 
group and spend 400 years tending to the health of a forest 
that's been threatened by an encroaching desert. When you first 
visit that location in the present day time period, it's clear that 
the desert won - there are no longer any trees at all. But when 
Robo works the land for centuries on end, he alters the land- 
scape of the entire area permanently. The forest survives! 

There's something so powerfully satisfying in that - in having 
the ability to actually alter something negative in the past and 
make it into a positive instead. 

Chrono Trigger is the must-play time travel video game for 
sure, but there are others to investigate too! Radiant Historia on 
the DS is far too underappreciated, as its time travel is even 
more complex than Chrono's. And Dragon Quest VII, Yo-kai 
Watch 2 and 7th Dragon III Code: VFD, all bound for 305 in the 
months ahead, all feature time travel as well! Don't miss them! 


-y 


P 


, 
^ 


DISPLACED IN TIME 


SOMETIMES, TIME TRAVEL takes on a different role in a 
video game's storyline. Not every game gives you direct control 
over a time machine or has you changing historical events - 
sometimes, time travel comes into play in more of a "fish out of 
water" way, when just one or a handful of important characters 
appear in a time period outside the one in which they'd normally 
belong. They're displaced in time! 

It's been long enough since the release of Fire Emblem: 
Awakening that we can speak freely about its plot now, right? Its 
story revolves largely around time travel, but not because your 
heroes travel to different eras beyond their own. Rather, Chrom 
and his allies stay in their present day and must react to the 
arrival of visitors from the future: their own children, all grown 
up and ready to fight alongside their parents! 

Many of these future kids are recruitable, but Lucina is the 
one the story hinges on - and when she first leaps out of her 
time portal, rather than reveal that she's come from the future, 
she instead claims to be a visitor from the past: the legendary 
hero Marth! Poor Chrom. He doesn't seem like he's the brightest 
guy to begin with, and his head must be hurting all throughout 
Awakening as he tries to wrap his mind around the idea that he's 
fighting alongside a daughter whom he and his wife haven't 
even conceived yet. 

Back in 2010, Professor Layton and his apprentice Luke set 
out to unravel a time travel mystery, motivated by the appear- 
ance of "Future Luke," a 10-years-older version of everyone's 
favorite puzzle-solving sidekick. That story went much deeper 
than just that setup, though! 

Speaking of a character meeting and interacting with his 
future self, how about Sonic Generations? We're celebrating 
Sonic the Hedgehog's 25th anniversary this year (shout-out 
to Thor's great artwork marking the milestone back on 
Page 7), but half a decade ago Sega celebrated his 20th 
birthday by giving us a clash of two different timelines. 

The "modern" Sonic we know from the character's more 
recent adventures met up with his shorter, tubbier, 
"classic" self, and the twin Blue Blurs quested along- 
side two versions of Tails to defeat the sinister plans 

of two different Dr. Eggmans. (Dr. Eggmen?) 


And speaking again of characters meeting and interacting 
with their future selves, how about Mario and Luigi always 
hanging out with Baby Mario and Baby Luigi? Basically every 
Mario Kart and Mario sports spin-off is a time travel game! Of 
course, the characters partnered up directly in the second Mario 
& Luigi RPG, subtitled Partners in Time. (Funnily enough, that 
game frequently showed Baby Luigi acting much more bravely 
than his adult self. Poor Luigi must have had some traumatizing 
teen years to lose his youthful courage like that.) 

Mega Man? He's in this mix too, as the underappreciated Mega 
Man Поп the Game Boy introduced us to Quint, a pogo-riding 
robot who was, supposedly, Mega Man himself from the future. I 
guess he got all angsty and evil after decades of not getting any 
new games from Capcom, so he decided to become a villain? 

(Too soon?) 

And then there's EarthBound. Yep, it's got time 
travel too, as its quest begins when a 
bee from the future visits our 
hero Ness in his hometown 
in the present! 
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TIME MANIPULATION 


WHAT'S EVEN MORE powerful than being able to travel back 
to the past or forward to the future? Being able to warp the 
reality of time in the present! Several great games have con- 
tained some usage of time manipulation, and it's almost always 
amazing to witness. 

Capcom's Viewtiful Joe is a prime example - he taps into the 
power of the movies to slow down time (making it easy for him 
to dodge incoming attacks), or speed himself up while his foes 
stay moving normally (so he can attack with a rapid-fire series 
of punches and kicks). 

Viewtiful Joe's been out of the spotlight for a while, though, so 
you may be more familiar with Bayonetta. She's recently 
brought her skills at time manipulation into the Super Smash 
Bros. series! She's able to activate "Witch Time," which slows 
down her enemies' movements while she stays moving along at 
her normal rate of speed. It's a useful special move in Smash, 

but comes in even handier in the 
actual Bayonetta games, where it's 
an invaluable ability when you 
want to rack up combos on foes. 
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From Bayonetta’s same development team at Platinum 
Games, we got The Wonderful 101 a few years ago. In it, Wonder- 
Black could deploy a Time Bomb that functioned a lot like Witch 
Time, by slowing down enemies in its blast radius. 

If you want to step back to the 8-bit era again, you'll probably 
recall several games that included ways to freeze time entirely 
(for a limited time). Castlevania had a stopwatch item that 
would do the trick (helpful in getting past areas overflowing with 
flying Medusa Heads), and Mega Man 2 gave the Blue Bomber 
his own Time Stopper weapon - provided you were able to beat 
Flash Man and take it from him. 

Got $2.99 to spare? Take it over to the 3DS eShop and buy 
yourself a download of Catrap. It's a classic Game Boy puzzler 
that introduced a brilliantly novel time-rewind feature to get you 
unstuck if you made a mistake in solving its maze-like stages. 

And then, if rewinding time is an idea that captures your 
imagination, track down a copy of Prince of Persia: The Sands of 
Time for the GameCube. It was one of the biggest hits Ubisoft's 
ever had, because its use of time manipulation was spectacular. 
You'd run along ledges and make daring, acrobatic leaps across 
huge chasms in traditional Prince of Persia style, but if you ever 
misjudged any of your jumps, you weren't doomed to lose a life 
and be sent back to a checkpoint - rather, you simply had to 
push a single button and watch as all the Prince's movements 
began to play back in reverse, pulling him up out of the pit and 
planting his feet on solid ground again. 

Nintendo's Pushmo series offers the same feature, and it's an 
incredibly welcome one! There's no way you'd be able to solve 
all of its complex puzzles without having to rewind and rethink 
things from time to time. Time manipulation is purely practical! 
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THE ZELDA SERIES 


FINALLY, IF YOU'VE been wondering why The Legend of Zelda 
series hasn't been mentioned too much throughout the past few 
pages, it's because it deserves to serve as the finale all on its 
own! Time travel and time manipulation are interwoven into the 
very fabric of the series, playing prominent roles in several of its 
sequels. 

The Legend of Zelda: Ocarina of Time is naturally where time 
began to become a strong thematic element, as its story centers 
on Link traveling back and forth between two different eras — 
one when he's still a child, and the other when he's seven years 
older. The time shift comes as a shock to our hero after he pulls 
the Master Sword from its pedestal in the Temple of Time, and 
especially so when he realizes that Ganon has conquered Hyrule 
in the seven years he spent in suspended animation! 

Ocarina of Time's sequel, Majora's Mask, is the most complex 
time manipulation game Nintendo's ever made. It takes place 
entirely in a three-day cycle that Link lives and relives again and 
again, each time making a little bit more progress toward 
solving the problem of the menacing moon that's just about to 
crash down and destroy the land of Termina below. It's a race 
against time every time you reset the cycle back to the Dawn of 
the First Day, but thankfully the power of the Ocarina of Time 
(still in Link's possession) allows you to slow down time enough 
to make maximum usage of the 72 hours you're allotted. 

Phantom Hourglass we discussed in its review earlier in this 
issue, so | won't retread those observations here — but its 
portable predecessors Oracle of Ages and Oracle of Seasons 
dealt with time in interesting ways as well. Oracle of Ages had 
Link hopping back and forth between two eras of the Kingdom 
of Labrynna, using another time-warping musical instrument, 
the Harp of Ages. And Oracle of Seasons had Link altering the 
flow of time by shifting nature's seasonal weather to suit his 
whims, allowing him to do things like summon winter to freeze 
the water in lakes and be able to walk across them on foot. 


The Wind Waker? In it, Link visited the Hyrule of the past, 
which was frozen in time. Twilight Princess? The Temple of Time 
itself is a dungeon there, which Link only accesses by stepping 
through a doorway to the past. Skyward Sword? It had phenom- 
enal time manipulation moments thanks to its Timeshift Stones, 
which, when activated, cast a sphere around themselves that 
transformed a localized area back to its state from centuries 
earlier - an awesome sequence saw Link sailing across a desert 
by constantly time-shifting the ground below him into the water 
that used to be there, ages ago. 

But the most exciting use of time travel in the Zelda series 
may yet lie ahead! As Link wakes up in a ruined future Hyrule as 
the game begins and instantly sees the crumbling Temple of 
Time, it's not too much of a leap to think that we may get two 
full open worlds to explore in Breath of the Wild: the one you 
wake up in, and the Hyrule of the past, before everything was 
destroyed by the raging Calamity Ganon! In fact, I'd be more sur- 
prised if that wasn't the direction the game pursued, as time 
travel and parallel worlds are just too well ingrained of a con- 
vention in Zelda for Mr. Aonuma to be able to break away from! 
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CHRONO TRIGGER 
SNES, 1995 


Rivaling even Doc Brown's DeLorean in sheer cool factor, Chrono Trigger's Epoch is inarguably the 
greatest time machine to ever emerge from the world of video games. When Crono and his friends first 
begin their time-hopping adventures, they're only able to travel to different eras by leaping through portals 
that appear in а handful of fixed locations around their world. But the Epoch - also known as the Wings of 
Time - gives the gang full freedom to travel not only to any time period in the game at their whim, but to 
also soar through the skies and land in any geographical location they want to explore, once they've arrived. 
The moment you gain access to the fully functional, flight-capable Epoch, it's an epic moment indeed - 
and one that sets up what is a bittersweet moment in the game's last battle, as you can choose to crash the 
ship straight into Lavos to break through its outer shell and skip one phase of that final fight. 


CHARACTER PROFILE 


Despite his only having starred in a single game, this wild-haired, katana- 
wielding, not-so-talkative time traveler has endured for over two decades 
now as one of the video game industry's most beloved heroes. Let's give a FIRST APPEARANCE 
cheer to the self-sacrificing swordsman who fought against time itself! CHRONO TRIGGER (1995) 


A science experiment gone awry cast his Thankfully, death was not so permanent No more sequels have ever appeared, but 
friend Marle through a strange portal. for our protagonist. The other characters the original game has been re-released a 
Crono leapt into action immediately! came to his aid and brought him back! few times, keeping fans' memories fresh. 


What will the future hold for Crono? 
Will he ever get to star in a new game? 
Or will re-releases be it for him, forever? 


He found himself in the past and Crono led his friends on more adventures Half a decade after Chrono Trigger's 
managed to save Marle, but was arrested through time, but ultimately had to release, it got a well-deserved sequel . . . 
and put on trial for his heroics. Hmph! sacrifice himself to save the planet. but the lead hero wasn't Crono any more. 


More tweaks were 
made when the 
game was reissued 
again on the DS, 
including the 
addition of touch 
controls, maps and 
a partially rewrit- 
ten script. Square 
Enix said they'd be 
watching sales of 
this release to 
determine fans" 


Crono may very well be the definitive silent protago- Six years after its Super Nintendo debut, Crono's one interest in future 

nist of the '90s, as the dream team of JRPG creators and only game made an encore appearance by way sequels, but no 
who brought him to life made him expressive and of Sony's first PlayStation, packaged alongside a word has ever 
fun without giving him a single line of dialogue. He port of Final Fantasy IV. This slightly updated version come on any since 
leapt into battle, unleashed lightning-based magic of the game integrated new anime cutscenes and a then, so... 
attacks and carried the whole game to greatness. new ending depicting Crono and Marle's wedding! 


BY LUCAS M. THOMAS 


GHOST CHILDREN 


Crono may not have been the star of Chrono 
Trigger's sequel, Chrono Cross, but he did appear 
briefly alongside Marle and Lucca in somewhat 
creepy "ghost kid" form. Their words to new hero 
Serge were bleak, suggesting that their work to save 
the world by traveling through time had been 
undone by the new sequel's events! 


"What happened 
to the kid with 
the punk hairdo?" 


He's Really a Righty 


LOST RESURRECTION 


Oh, what might have been! Fan-made games are 
everywhere these days, but they were far less fre- 
quently seen back in 2004, when the most promising 
work-in-progress to arise from the fan community 
Boots Appropriate was, by far, pro E It was oie ae bya 
4 mali team working to remake the entirety of Chrono 
for All Eras in the Timeline Trigger in full 3D, rendering it with the look and feel 
of the GameCube adventures of that era. An impres- 
sive trailer got countless fans hyped as the team 
prepared their first release, which would have been 
a selection of 10 different classic scenes from the 
game as a demo of sorts, set to be made available by 
Christmas. But sadly, Square Enix sent the team a 
cease-and-desist letter that scared them away from 
completing it! (Please, if you're making a fan game, 
just make the whole thing and release it, finished, 
out of nowhere. No legal action could stop that!) 


CRONO ART BY LINKVSSANGOKU 


RETROSPECTIVE 


ONCE UPON A time, there was a time when Mario traveled 
through time. It was in an odd little era in the '90s, back before 
Nintendo pinned down total creative control over their mus- 
tached mascot and he popped up in several different projects 
that had no hint of the magic of Mr. Miyamoto. Perhaps the 
most charming off-shoots of the Mario brand in this age were 
the handful of "edutainment" games in which he appeared, 
ranging from the keyboarding skills tutor Mario Teaches Typing 
to the geography lessons of Mario is Missing! (all real games, | 
promise). The most memorable to me, though, was Mario's 
Time Machine. 

During the stretch of summers in my childhood when the 
Super NES was Nintendo's newest console, it was the regular 
practice of my brothers and | to make a mile-long walk to the 
nearest video rental store on a weekly basis, each time select- 
ing one new SNES cartridge to bring home and play for a day or 
two. On one such occasion, this was our selection: a game in 
which Mario uses a time machine to visit the turning points of 


Come on, let's 
blast back to the 
edutainment era! 


history. And I won't claim that we were duped by 
that premise and didn't know it was a piece of 
educational software going in — we were fully 
aware of that. And | won't say that it was terrible 
— it wasn't. | remember enjoying it quite a bit! 

(There's a bit too much revisionism in game 
retrospectives these days, with people looking 
back on older games and insulting their younger 
selves for having ever liked them. These people 
just need to own the fact that they liked what 
they liked, and the games earned that admira- 
tion at the time.) 

| liked the time surfing. Yes, Mario's method 
of traveling back into the past was to literally 
surf on "waves of time," picking up mushrooms 
and then diving into a whirlpool to cast himself 
back to the Renaissance, or Ancient Greece, or 
the days of America's founding fathers. It was an 
impressive bit of Mode 7 action for a game made 
by The Software Toolworks! 

On arriving back in the past, you'd make 
polite conversation with anyone nearby, learning 
different facts about the area, the time period or 
an important person who lived back then. The 
information you gathered would then be entered 
into a quiz form of sorts - a few paragraphs with 
blank spaces to fill in, like "Isaac Newton discov- 
ered gravity when fell on his head." So 
you'd select "an apple" to complete the sentence. 

And actually, the greater goal of the game 
was to restore unique artifacts from history back 
to their proper places in time - including Sir 
Isaac's infamous apple. Bowser had apparently 
used the time machine before Mario, jaunting 
through history and pilfering precious items in 
order to have interesting exhibits for a museum 
he'd decided to build. (Because when kidnapping 
princesses just isn't working out for you, you've 
got to find other business ventures to be able to 
pay your bills.) 

Such was my experience with playing Mario's 
Time Machine . . . оп the SNES. I didn't learn until 
much later on that the less visually impressive 
8-bit NES version is actually a totally different 
game! It axed the fancy time surfing sequences 
and the fill-in-the-blank quizzes in favor of pre- 
senting a more straightforward platforming 
experience, complete with kicking Koopa shells 
and bopping floating blocks. It even remade the 
original Mario Bros. arcade game in a rudimen- 
tary way! But it launched on NES nearly three 
years after the SNES debuted, so even dedicated 
Nintendo kids like my young self missed it! 

Mario may never travel through time in one of 
his mainline adventures - but the edutainment 
version of the idea was enough to make me 
smile, way back when. - LUCAS 
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ORIGINAL RELEASE: SNES, DECEMBER 1993; 
NES, JUNE 1994 
PUBLISHER: THE SOFTWARE TOOLWORKS (SNES); 
NINTENDO (NES) 
DEVELOPER: THE SOFTWARE TOOLWORKS (SNES); 
RADICAL ENTERTAINMENT (NES) 


PLAYING IT TODAY 


While most every back catalog title with 
"Mario" in its name has been re-released 
in some form in recent years, you won't 
ever get to see games like Mario's Time 
Machine make their way to the Virtual 
Console. Nintendo's quality control 
wouldn't have it! And the legal hoops to 
leap through would certainly be too many 
to count. (The Software Toolworks doesn't 
even exist any more; | don't know what 
happens to old games when the compa- 
nies that developed and published them 
dissolve.) Your best bet is surfing eBay for 
a cheap auction, or maybe tracking down 
the PC port! Yes, Mario's Time Machine 
has a point-and-click home computer 
edition as well. It's one weird game! 


BOWSER'S TEARS 


A bit of a spoiler here, but when you beat 
the NES version, Bowser simply cries on 
the screen. Poor King Koopa! He just 
wanted to own his own museum! 


RST TE FMC-TTI 


mpi 


DISE SHIN /4Ғ "ете 


Drm мат 93D APO 


FES са 


ELODIKITBT 


Kn E 


GED ^ 
FAMICOM DISK SYSTEM, 
JULY 26, 1991 


NINTENDO 
NINTENDO & PAX SOFTNICA 


LOST IN 
UNTRANSLATION 
CONTINUES 


We had a great, positive response to our 
issue theme last time, as we looked back 
on several notable Nintendo titles that, 
for whatever reason, never got official 
translations into English. There are liter- 
ally hundreds of Japan-only releases when 
you look back across the decades, though, 
and we just scratched the surface last 
time - so we'll be highlighting some more 
interesting unlocalized games as a recur- 
ring column here in the Retro section! (Let 
us know if you've got a particular favorite 
you'd like to see featured in the future!) 


PLAYING THEM 
TODAY 


There's zero chance that this game will 
ever be released outside Japan, and even 
importing original copies is tricky since 
the game shipped across two separate 
discs with two different box arts (seen 
above). Even worse, there's no English fan 
translation to make it more accessible! 
The best you can do is play through with 
the original Japanese text and an English 
walkthrough guide. Good luck, if you try! 


RETRO 


LOST IN UNTRANSLATION 


TIME TWIST 


Nintendo’s time travel tale in which the final boss 15... Baby Jesus? 


BACK IN THE 805 апа 905, Nintendo was 
infamous for its draconian censorship policies, 
designed to stay on the right side of lobbyists 
and parent groups across America and Europe. 
Anything that whiffed slightly of religious or cul- 
turally insensitive content that could potentially 
cause anyone offense would be mercilessly cut. 

Meanwhile, in Japan... 

"Time Twist: Rekishi no Katasumi de" was one 
of the final games released for the Famicom Disk 
System in 1991. It’s one of five graphical text 
adventures that Nintendo published for the 
console add-on, but instead of a folk tale or 
murder mystery, Time Twist is a science-fiction 
story, mixed with a hint of spiritualism and some 
Professor Layton-style logic puzzles. 

Following the instructions of a fortune-telling 
show to meet the girl of your dreams, you, the 
unnamed hero, arrive at the Museum of the 
Demon. Right on cue, a beautiful girl appears 
among the exhibits, and a small tremor throws 
her into your arms. 

And this is where the game gets weird. 

A jar containing a sealed demon's spirit busts 
open during the quake. The demon then swaps 
bodies with you, escapes, steals a Time Belt and 
drags you back through time to a French castle 
town in 1428. Your demon body burns up, but 
you then possess the body of a drunken glass- 
blower named Pierre. You save Joan of Arc from 
being executed by an evil bishop and then 
bounce through time to a new period in history. 

Up to this point, the game is only shocking by 
NES standards. A bit of drunkenness, a couple of 
demons. Nothing too outlandish. But in the 
second chapter, you possess a P.O.W. named 
Cougar who breaks out of a Nazi prison camp, 
only to get sucked into a time vortex by a 
demonic Adolf Hitler. 

And if Chapter 2 guaranteed no European 
release, Chapter 4 pretty much stomped on any 
chance of a U.S. localization. 

It takes place on an American cotton planta- 
tion. You possess the body of George, a slave boy, 
and have to follow the unreasonable demands of 
his owner, Meyer. The way the game handles the 
issue is interesting, as you are given a series of 
tricky logic puzzles to solve, representing your 
"work," and there is no reward or gratitude - just 
more work. Getting through the chapter to the 
satisfaction of Meyer is really difficult. Success 
leaves George's little sprite exhausted and he 
gets to rest. 

And then the KKK burns down his shack and 
strings him up in a tree in front of his mother. 

In the next chapter, you play as Belle, 
George's mother and Meyer's housekeeper, and 
you rescue Abraham Lincoln from coyotes. 

I'm not sure this game has done enough to 
ensure zero chance of localization outside of 


Japan, are you? So the final chapter is set in Bethlehem. You 
play as Kassim, a.k.a. Mary and Joseph's donkey, and you 
witness the birth of Jesus himself. At this most pivotal moment 
in human history, the time-hopping demon appears and tries to 
kill baby Jesus, for it was adult Jesus who sealed him away in 
the first place. You intervene and stop the attack, but get elec- 
trocuted in the process. You then wake up next to your original 
body, jump in and use the Time Belt to return to the future... 
. . Where a nuclear apocalypse has devastated the Earth. It 
turns out the demon wasn't sealed away when you intervened, 
but it possessed another host... 

.. and so the final boss is a battle against naked demon 
baby Jesus in the skies over Bethlehem. He transforms Mary 
and Joseph into clones of himself, and if you pick the correct 
possessed savior three times, then beat his quiz, you're 
dragged into a screaming abyss and electrocuted some more 
before the demon is finally vanquished and sealed away. 

Even for a Japanese game from 1991, Time Twist feels like a 
deliberate attempt to shock by tapping into themes that video 
games didn't touch, and still don't today. But that's all it is: a 
shocking series of settings, with puzzles thrown in. - MARK 
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What Nintendo Power was writing about way back when. 


NP'S 26TH ISSUE kicked off with a cover and 16- 
page feature dedicated to the video game adapta- 
tion of the then-recent film, Robin Hood: Prince of 
Thieves. Well, sort of. As Editor-in-Chief Gail Tilden 
noted on the last page of the magazine, Arcadia 
was already developing a Robin Hood video game 
when they learned of the Kevin Costner film in pro- 
duction. So they acquired the rights to tie the two 
together, but only after it was finished did they 
learn they had no rights to the actors' likenesses, 
leaving the game and coverage with little to tie 
them to the movie beyond a name and logo. 

This issue's Player's Pulse was particularly 
memorable, as a nurse from Operation Desert 
Storm sent in his Game Boy, nearly charred beyond 
recognition from a fire. To the NP staff's surprise, it 
still functioned, if only barely! Nintendo replaced 
the unit, and years later, the scorched handheld 
was put on display at the Nintendo World Store in 
New York City. It's still there to this day! 

Further in, the underrated Rockin' Kats received 
eight pages of coverage, while Capcom's The Little 
Mermaid received four and Bill & Ted's Excellent 
Video Game Adventure (see below) got six! As 
promised in the previous NP issue, we also got two 
pages of Super Nintendo Entertainment System 
coverage that highlighted some of the upcoming 
system's games (and what the new hardware could 
do with them), as well as a poster highlighting 29 
Super NES titles on one side and touting the return 
of Samus in Metroid II on the other. 

Portable Power Players were treated to a 
heaping helping of coverage for Who Framed Roger 
Rabbit?, Sneaky Snakes, Altered Space, Navy Seals, 


Dick Tracy, Blades of Steel and five pages of comic- 
illustrated peeks at GameTek's unique InfoGenius 
Productivity Paks, which turned the Game Boy into 
everything from a personal organizer to a spell 
checker and calculator, and even a travel guide with 
anguage translators for French and Spanish! 

The Game Boy Top 10 rounded the section off 
with Super Mario Land, newcomer Final Fantasy 
Legend and Teenage Mutant Ninja Turtles: Fall of 
the Foot Clan. Meanwhile, Super Mario Bros. 3 
reclaimed its position at #1 in the Тор 30, with 
TMNT И: The Arcade Game close behind. Elsewhere, 
three Player's Poll winners would have a chance to 
go to Nintendo of America headquarters to pick up 
their own Super NES consoles! 

Volume 27 brought Mega Man back to the cover 
— or at least his rival, Dr. Wily, who was planning his 
Revenge. The six-page feature also marked the first 
time a dedicated Game Boy title made the maga- 
zine's cover! 

Coverage included 12 pages given to Ninja 
Gaiden Ill: The Ancient Ship of Doom (which wasn't 
even known to take place between the other two 
games at the time!), 14 pages for Dragon Warrior 
(a.k.a. Quest) Ш and eight pages for Darkman, part 
of which shared the other side of a Star Wars 
poster. Game Boy saw eight pages dedicated to 
Final Fantasy Legend II and two for Days of 
Thunder, plus a glimpse of Castlevania ІІ: Belmont's 
Revenge and Tecmo Bowl. 

The top of the Top 10 nearly mirrored the 
previous issue, except the Turtles took over #2 from 
Final Fantasy. The Top 30 was topped by Super 
Mario Bros. 3 and TMNT II, but now with Mega Man 
3 taking on third place - also supplanting a Final 
Fantasy title. New Nintendo merch, including an 
NES headphone transmitter, Mario PC software and 
Nintendo Adventure Books were featured. Home 
Alone star Macaulay Culkin was the Celebrity Profile 
for the month, and Power Players had a chance to 
design the Ultimate Game Boy in a new contest. 

But the biggest highlight was, of course, the 
Super NES coverage. Fully dedicated looks at games 
included four pages of Super Mario World and three 
each for Gradius III and ActRaiser. Meanwhile, Pak 
Watch looked further out at Zelda IIl, Castlevania IV 
and Super Ghouls 'N Ghosts. Plus, we got to briefly 
check in with Howard Phillips as he worked the 
LucasArts/JVC booth at the Consumer Electronics 
Show! 

Finally, this hearty issue closed out with a note 
from a much younger Dan Owsen, talking about a 
visit he'd recently made to Japan to learn how to be 
a Nintendo communications liaison! - DAVID 
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MOST HEINOUS, DUDE 


Whoa! In keeping with the time-traveling theme of 
this totally tubular issue, we're dialing back the 
clock - literally — with a look at Bill & Ted's Excellent 
Video Game Adventure! The awesome movie got 
adapted into a game for the NES - radical! But it 
came to us from the dudes at LJN - heinous! NP 


NESTER MOVES ON 


With Volume 26, we saw how well Nester fared without Howard 
by his side - but not before Nester revealed that his friend's 
prized bow tie was a clip-on all along! "I knew he was too good to 
be real!" he remarked as he kicked off the newly renamed 
Nester's Adventures. Nester returned to the real world to take on 
a summer job as a camp's game counselor, telling stories of Hunt 
for the Red October, while Volume 27 saw him use knowledge 
gained from Robin Hood to find his mom's missing car keys. 


offered up six pages of coverage to try to help those 
Power Players bodacious enough to face the trials 
of this gnarly game, but with a Power Meter rating 
of 2.2 for Play Control, this Excellent Adventure 
wound up being a most bogus journey. NP still 
promoted it, though, by giving away a phone booth! 
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NF: Was working on the Pepsiman 
team really your first job in the 
industry? What was that like? 
That is true. 

However I don't think | contributed to 
the team that much, since my task was 
to make the wireframes of stones, 
barrels, motorcycles, trailers and heli- 
copters. 

| was clueless back then, since | 
was new to the industry. | remember | 
was trying my best not to get fired. 


How did you first pitch the idea of 
999: Nine Hours, Nine Persons, Nine 
Doors (the first game in the Zero 
Escape series) to Chunsoft? 

Maybe you might know about this, but 
pitches back then had to go through 
Kouichi Nakamura, the head of 
Chunsoft (before it became Spike 
Chunsoft), who is one of the creators 
of Dragon Quest. | was so nervous 
pitching to the industry legend that | 
don’t remember anything about that 
day. 


Did you think they would go for it? 
No. | didn’t have any confidence in 
getting it approved. However, | was 
able to get the project to come to 
fruition thanks to many supporters. 


Is it true that the Zero Escape series 
is more popular in the West than in 
Japan? If so, why do you think that 
is? 

І get this question frequently, but that 
is true. 

То be honest, I'm not sure either. If 
anyone reading this article knows the 
answer to this question, can you let 
me know? My Twitter account is 


Why do you think that stories about 
regular people forced into games 
where they must face their own mor- 
tality have continued to grow in 
global popularity over the past 
decade? 
I think this is because we no longer 
have any absolute values we can rely 
on. This has been triggered by the end 
of modernism, the defeat of commu- 
nism and the loss of hype in capital- 
ism. The easiest explanation is that 
we're no longer sure of what's right 
and wrong, like ants that have lost 
their queen. That's why they obey 
pretend leaders who appear out of 
nowhere, lose order, attack allies and 
wander around to find where they 
belong. 

| think this genre grew in popular- 
ity because it reflects these uncertain- 
ties and anxieties found all over the 
world. 


Your games sometimes feature some 
pretty progressive perspectives on 
reality, like morphogenic field theory 
and the philosophy of Idealism. Are 
these kinds of ideas already stewing 
around in your head before you start 
writing, or do you sometimes have to 
do some research to find scientific or 
philosophical explanations for the 
events you plan to portray in your 
stories? 

| would say both. 

| always have topics in mind and 
collect webpages regarding these 
topics in advance. 

During the final preparation of 
working on the plot, | review all the 
pages which interested me. While 
reviewing, | also check the books that 
are the sources for these sites, which 
allows me to deepen the knowledge 
and find new content to implement. 


Are any of your characters based on 
real people (including yourself)? 
Nope, but there was a time when | 
wished a person like Luna or Diana 
could be my wife. 


Were there any compromises that 
you had to make in order to move 
forward with the development of 
Zero Time Dilemma? 

It would be a lie if | said no. Whether 
you're making a game, movie, laundry 
machine or toothpaste, production is a 
constant battle against "budget" and 
"deadline." This can’t be avoided, 
unless you’re an Arabian oil king or a 
member of the Freemasons. Even 
Leonardo da Vinci probably had to 
make some compromises when 
working on the Mona Lisa! So, | don’t 
think there is an "absolute perfection" 
for a creation made by humans. 

We're always set to do our best 
with restrictions, but I'd like to proudly 
say we were able to make Zero Time 
Dilemma at its finest quality. 


What are the key differences 
between the Nonary Game featured 
in 999, the AB Game in Virtue's Last 
Reward and the Decision Game in 
Zero Time Dilemma, as they relate to 
what you want the player to experi- 
ence? 

First of all, there's no philosophical 
meaning to the Nonary Game of 999. | 
simply thought it would be an interest- 
ing setting for the game. 

However, Virtue's Last Reward is a 
different story. The AB Game in VLR 
did have some philosophical meaning. 
One example is how the game talks 
about how the logical decision leads 
not only to a less desirable outcome 
on the group level, but also on a 


personal level as well. 

Also, in Zero Time Dilemma, the 
philosophical theme is intensified. The 
theme of this title is the philosophical 
questioning of "What is justice?", 
"What is existence?" and "What is 
time?". 


How many drafts did you go through 
for the scripts of each of the Zero 
Escape games before you felt that 
you got them right? 

| destroyed three keyboards by over- 
using them. 


If you were trapped in one of your 
games, who would your ideal team- 
mates be? 

Seven, because he is really reliable. 


How would you feel if the Zero 
Escape trilogy ended up being your 
final project? 
That wouldn’t be good! 

I've finished the Zero Escape series, 
but there's still a lot of titles | want to 
make. 


What role do you hope for your 
games to play in your fans’ lives? 
We live in a consumerist society where 
new songs and celebrities are created, 
used up and tossed out like a tooth- 
brush. | want to ask your readers, out 
of all the films you saw last year, how 
many can you remember in detail? 
How many famous game titles of this 
year will be spoken of a decade later? 
| always want to make memorable 
stories for the fans. Of course | some- 
times fail, but I’m still satisfied if it's a 
memorable failure. 


Do you have any advice for aspiring 
storytellers? 

Read a lot of books, travel to a lot 
countries, meet a lot of people, make 
а lot mistakes, find a person you can 
love with great passion, get dumped 
by that person and buy 100 copies of 
all three Zero Escape games - then 
you'll be a great storyteller. 


If you could take any Nintendo series 


and make whatever game you 
wanted with it, what would you make 
and why? 

An online version of Zero Escape 
where you use your Mii. 

Rather than having a simple escape 
room game, I think it would be more 
interesting if you could participate in 
the Nonary Game, AB Game and 
Decision Game and have psychological 
matches with other players. What do 
you guys think? 


If you could have any super power, 
what would it be and why? 

The super power to make a game that 
can generate sales like the Grand 
Theft Auto series. 


Finally, did you feel responsible to 
give the players anything in particu- 
lar with the conclusion of the Zero 
Escape trilogy, or did you feel free to 
end the story in the way you saw fit? 
My answer for that question leans 
more toward "feeling free to end the 
story in the way I saw fit." 

This is related to my answer for an 
earlier question, but the aim of Zero 
Time Dilemma is to question many 
topics. | would like players to discuss 
the game with each other once they 
reach the ending. They might give you 
a different impression than you had 
yourself, especially since ZTD allows 
you to go through the fragments of 
the story in whatever order you 
choose; so, if there are 100 players, 
there will be 100 storylines. 

For example, some players might 
encounter the death of "Character A" 
at the beginning of the game, while 
some won't encounter that moment 
until midway through or even at the 
end of the game. 

This is kind of like climbing a 
mountain. We all aim for the common 
destination, but the scenery you see 
during the voyage will differ based on 
the route you take. So ZTD will be 
"your one-of-a-kind story that only 
you can experience," meaning the 
final conclusion of Zero Escape will be 
made by you. 
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А Mech-tacular Adventure 


YEARS FROM NOW, when the 
Nintendo fans of the future are 
making lists of the top Kirby games 
ever made, you can bet that Planet 
Robobot will be ranking at – or at 
least very near - the top. This game is 
spectacular. 

Or, perhaps, "mech-tacular." 
Building on the foundation of 2014's 
excellent Kirby: Triple Deluxe, Kirby: 
Planet Robobot once again brings us a 
traditional sidescrolling adventure 
starring the pink puffball - but co- 
starring an incredibly fun new robot 
suit that's so well realized and woven 
into the fabric of this experience that 
it puts the little-used Hypernova 
feature from Triple Deluxe to shame. 
It's wonderfully fun. 

Things begin as they always do. 
Some calamity has befallen his home 
- this time, it's been invaded by a 
tech-crazed company bent on trans- 
forming everything natural into 
mechanical constructs instead - and 
Kirby sets out to suck up and spit out a 
new set of foes. His on-foot playstyle 
is the same as it was a couple of years 
ago, and the same it's been since the 
NES era, really – our pink puffball pro- 
tagonist waddles his balloon-shaped 
body along and uses his vacuum- 
suctioning mouth to inhale the 
enemies he encounters. Then, upon 
swallowing the sucked-up foe, Kirby 
copies whatever special power that 
enemy had. If the baddie was holding 
a sword, Kirby becomes Sword Kirby. If 
the baddie was chucking bombs, he 
becomes Bomb Kirby. Standard stuff 
he's been doing for decades. 

Giving that inhale/swallow/copy 
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feature a touch of freshness this time 
around are a handful of never-before- 
seen transformations. Poison Kirby 
burns enemies with acid or suffocates 
them with clouds of noxious gas. E.S.P. 
Kirby does his best impression of Ness 
and Lucas from the EarthBound and 
Super Smash Bros. games, tapping 
into his mind to unleash psychic orbs 
of destruction that you can freely 
direct around the screen. Doctor Kirby 
hurls harmful medicines in a clear vio- 
lation of the Hippocratic oath. 

All of those are wonderful, but I'm 
so glad they didn't stop there - 
because the real new powers that sell 
this adventure are the ones wielded by 
the Robobot Armor. Kirby captures the 
mech suit from fallen foes, and once 
he's the one in the pilot's seat, the 
robot gains his ability to duplicate the 
powers of enemies. So you get Sword 
Form Robobot Armor, with massive 
blades instead of arms. Stone Form, 
with enormous fists of carved rock. 
Cutter Form, which launches huge, 
spinning gears that tear through any 
obstacle or enemy in your path. Each 
Robobot transformation serves as a 
souped-up version of the same kinds 
of powers Kirby normally copies just 
by himself, with a bit of sucking-up 
and a switching of his hat - but even 
old standbys like Fire and Spark feel 
brand-new again when used by the 
robo-armor instead. It's a blast! 

The mech also gives environmental 
exploration a new spin, as it can liter- 
ally spin the environment around 
when it latches onto giant screws and 
bolts scattered liberally throughout 
several stages. Planet Robobot is still 
mostly a two-dimensional affair since 
Kirby only ever moves back and forth 
to the left and right, but background 


and foreground objects frequently 
come into play when Kirby's armor is 
twisting screws to spin staircases into 
his pathway or otherwise shaping the 
stage around him. Enemies get in on 
the 3D act by attacking our hero from 
parallel planes, too, so you've got to 
keep your eyes open for assaults from 
any angle! 

Altogether, the core of Planet 
Robobot is just pure, polished fun. It's 
delightful every step of the way, and 
may very well be Kirby's best quest of 


the past 20 years. If you're a Kirby fan, 


you'll love it. And if you're not a Kirby 
fan, you'd likely become one from 
playing this adventure. 

But Planet Robobot's not done yet! 
Taking another page out of Triple 
Deluxe's playbook, this package 
includes a set of side games that 
support the main campaign. They add 
even more value! 

First up, there's Meta Knightmare 
Returns. It isn't unlocked until you 
finish the main Story Mode (which 
concludes with an absolutely insane 
final boss battle, by the way), but fans 
of the winged, masked swordsman 


Kirby 7 


may want to speed through the story 
just to open it up - it makes Meta 
Knight playable in a race-against-the- 
clock remix of the main campaign. 

Then there's Team Kirby Clash, 
which is a multiplayer arena battle 
mode for up to four players. It's RPG- 
ish, as you and your pals can level up 
your Kirbys with experience points as 
you take on progressively tougher 
boss battles as a team. It's not that 
interesting when played alone, but if 
you've got enough friends for it, it's 
another great extra. 

The most intriguing piece of the 
whole package, though, is Kirby 3D 
Rumble. It's only three levels long, but 
it's a fully 3D Kirby game! I think the 
GameCube racing game Kirby Air Ride 
was the last time a Kirby game let you 
control our hero in real 3D space, and 
it's awesome to see HAL Laboratory 
toying around with the idea again. 3D 
Rumble is a fun little score attack 
game that challenges you to efficiently 
suck up and spit foes as fast as you 
can, and it may be no indication at all 
of where future Kirby games will go - 
but it's great to see HAL experiment- 
ing with the possibility of 3D Kirby. 

Mark my words: Years from now, 
Planet Robobot is topping those best- 
of Kirby lists. Count on it! - LUCAS 


THE MANY TRANSFORMATIONS OF THE ROBOBOT ARMOR 


The breakout star of Planet Robobot is the Robobot Armor itself, thanks largely to the fact that it's just as changeable and versatile as its puffball pilot! Beyond its 
normal, default mode that comes equipped with some standard punches, the mechsuit can transform into 13 other forms. My personal favorite is the Bomb form, as it 
comes stocked with an infinite army of cute little walking explosives called Boomsteppers - they can even climb walls to find foes and obstacles to detonate themselves 
on! The Mike form gives you supersonic subwoofers to send your foes soaring with the power of sound itself, and is especially satisfying since Kirby's normal Mike form 
has always been limited to a handful of uses each time you get it. The Spark form lets you charge up and blast out a laser beam so huge and powerful that even Goku 
from Dragon Ball Z would approve, and its electricity can cause juice to flow through wires - an important feature, since that's the key to solving several puzzles in the 
game. The giant fists of the Stone form are also pressed into service with several puzzles along the way, as are the Fire, Ice, Sword and Cutter forms. But the most 
impactful transformations are the Wheel and Jet modes, as they change the game's style of play entirely for some stage sections - Wheel makes the game feel like a 
racer temporarily, and Jet totally overhauls the game to make it a scrolling shoot-'em-up whenever it shows up! You're sure to find a favorite of your own! 
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TOKYO MIRAGE SESSIONS #FE 


WHEN THIS MASH-UP of Shin 
Megami Tensei and Fire Emblem was 
first teased for Wii U in January 2013, 
we had no idea what shape it would 
eventually take. All that was known 
was that Atlus was teaming up with 
Nintendo, and they were going to 
make a game that mixed the worlds of 
their beloved niche RPG/strategy 
series in some fashion. More than 
three years later, we learned that 
"fashion" might have been the opera- 
tive word there, as the final product, 
Tokyo Mirage Sessions #ЕЕ, is an 
insane fever dream of a Megami 
Tensei-style RPG with a heavy focus on 
pop stars, music and modeling. 

It's hard to explain what Tokyo 
Mirage Sessions is. The game's ESRB 
description describes it in a way that I 
think sums it up kind of nicely: "This is 
arole-playing game in which players 
assume the role of a high school 
student who solves a mystery while 
helping his friend become a pop idol." 
Reductive but on point. You control 
Itsuki, a teenager who runs into a 
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friend, soon-to-be budding pop star 
Tsubasa, and then winds up embroiled 
in a battle against otherworldly 
demonic foes. That aspect is all very 
Shin Megami Tensei, as you move 
Itsuki in dungeons, running into 
enemies and engaging in turn-based 
battles that also seem vaguely 
inspired by the Persona series' style 
and swagger. 

The Fire Emblem elements are a 
little more muted, but fear not, they're 
there. Each character in your party, 
which eventually fills out to seven in 
total, is paired with a Mirage that is a 
well-known Fire Emblem character. 
Itsuki is paired with Fire Emblem: 
Awakening's hero character Chrom, 
while Tsubasa is paired up with Fire 
Emblem: Shadow Dragon's Caeda. 
Characters are permanently paired 
with their Fire Emblem counterparts, 
though you can customize how they 
work together in a variety of ways, 
including class-changing Master Seals. 
Characters level up, but so do 
weapons, oddly enough. Weapons 
earn you skills, which can be mixed 
and matched to your liking to build 


out a series of active and passive abili- 
ties. Each weapon has a limit of how 
many skills you can gain from them, 
which encourages you to keep crafting 
new gear. 

In addition to stat boosts and 
magic abilities, these skills also lead 
to one of the elements that makes this 
turn-based combat system so exem- 
plary: As characters develop, they 
earn Session abilities that help string 
together combos of attacks. So, for 
example, one character in your three- 
person party could use a fire attack, 
which then triggers a spear attack 
from another character, and then that 
spear attack triggers an ice attack 
from the third character. They only 
trigger if the first attack is one that 
the enemy is weak to, but that's part 
of the puzzle of battles as you figure 
out which attacks and characters to 
use to chain together large combos. 
This system, along with weapon 
crafting, encourages you to experi- 
ment with each character on your 
team in a way that is rarely frustrating 
and is actually a ton of fun. It's a blast 
making unique parties and seeing how 
characters work together as you 


develop their skills and set out to 
make a party that will make the chal- 
lenging end-of-chapter bosses go 
down easily. 

Your characters can be further 
embellished and empowered through 
a variety of side stories that open up 
as you go. While the rewards for the 
side stories are always worthwhile – 
as they open up unique powers and 
abilities for your team and some 
support characters - the actual side 
stories themselves are, especially 
early on, text-heavy fetchquests that 
are frankly kind of boring. Sometimes 
they're cute and charming, like an 
early one where you have to fix a 
character's childhood teddy bear, but 
even the snappy writing of that tale 
barely hides the fact that all you're 
doing is going to a location, talking to 
a character, and then going to another 
location to find another character to 
talk to. Occasionally you need to 
deduce where a person or item is, but 
aside from clever reuses of old 
dungeons where you have to fight 
specific enemies, the side stories are 
rote escapades that don't offer much 
in the way of variety or a positive 


THE DLC PACKS 


Unlike most other Wii U titles with add-on content, Tokyo Mirage 
Sessions &FE didn't make us wait for the DLC to go live. It launched the 
same day the main game did! You've got five different packs to pick 
from. The Costume Set gives your heroes new outfits drawn out of 
other Atlus games. The Hunter Quests let you grind for XP or items. But 
the Tokyo Millennium Collection is best: It gives you a Santa Claus suit! 


change of pace. 

However, the side stories aren't the 
main focus, thankfully. Idolaspheres 
(a.k.a. dungeons) are where the 
majority of the action happens. Each 
dungeon you go into has a unique 
theme, killer music and an engrossing 
labyrinthine design. Dungeons are 
where you'll spend most of your time 
with Tokyo Mirage Sessions and they 
are the absolute best part of the 
entire experience. Each one has a 
unique hook, whether it's cameras 
that you have to avoid or light-up 
dance floors. Combat is fantastic. The 
light puzzles in each dungeon are fan- 
tastic. This aspect is just simply fan- 
tastic! 

When you're not dungeon crawling, 
you hang out in Shibuya at your talent 
agency's office. Yes, if the pop star 
aspirations from earlier didn't clue 
you in, a major crux of Tokyo Mirage 
Sessions is each character discovering 
their unique talent. Tsubasa becomes 
а world-class singer, and every now 
and then, you're treated to a new 
song from her and other team 
members, complete with 
choreographed dances. A lot 
of the story can't get out of 
its own way, but it all 
works because the char- 
acters are well defined 
in their goofy arche- 
types and every so 
often, a narrative 


thread pays off beautifully. Tokyo 
Mirage Sessions is mostly about being 
comfortable and secure with who you 
are. 

While the Wii U doesn't have much 
in the way of RPG competition, Tokyo 
Mirage Sessions #ЕЕ is far and away 
the best in the genre the system has 
to offer. It's a mammoth, elegant / 
game that oozes light-hearted | 
Japanese style with a heaping 
influence of Megami Tensei 
demons and Fire Emblem ele- 
ments. Lasting upwards of 40 
or 50 hours, this J-pop-infused 
adventure should keep you 
happy and busy during the Wii 
U's dry second half of 2016. 
- NEAL 


Bronze Medal Performance 


MARIO & SONIC at the blah blah 
blah... 

There used to be a time when we 
had to wait four years to experience 
the real-life Olympics. You would have 
the Summer Olympics, wait four years, 
then enjoy the Winter Olympics. Now 
we only have to wait two years to get 
some exciting Olympic action. 

Unfortunately, this year's big event 
is being faced with some major con- 
troversy and big-time problems. 
Health concerns are running rampant 
for a number of reasons, and it's quite 
hard to have the same level of excite- 
ment for the competition when you're 
worrying about the well-being of 
others. That's all right though, 
because we can escape the real-world 
dangers and get our Olympics fix with 
Mario & Sonic at the Rio 2016 Olympic 
Games! The only dangers tucked away 
in this game are those of boredom. 

We've all been here before. Sega 
and Nintendo return to the fold once 
again to bring us another Olympics 
outing featuring the biggest and best 
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characters from both companies' most 
prominent series. While fans may have 
waited years to see Mario and Sonic 
team up for a game, the Olympic 
outings weren't exactly what we had 
all hoped for. With that said, it seems 
the series sells well enough to warrant 
new installments whenever a new 
Olympic games rolls around. On top of 
that, the series' existence itself is still 
a joy to see. The creation of these 
games only goes to further the friend- 
ship between Sega and Nintendo, 
which is something many of us never 
thought would see the light of day. 

... But good games aren't powered 
by friendship! So how does Mario & 
Sonic at the Rio 2016 Olympic Games 
stack up? 

This time, the Mario and Sonic 
families collide in 17 Olympic events 
overall. You'll be taking on a good 
variety of challenges, coming in the 
form of Soccer, Beach Volleyball, BMX, 
Triple Jump, Equestrian, Javelin, Table 
Tennis and more. Almost all the games 
do a good job of feeling and playing 
different from the other events. It's 
true that a handful of the events will 


have you pressing the same buttons in 
roughly the same manner, but the 
variety of events means that there will 
be different pacing and goals with 
those similar commands. As for the 
quality of each game, Mario & Sonic at 
the Rio 2016 Olympic Games is no dif- 
ferent from any other entry in the 
franchise. There's a collection of hit- 
or-miss events to experience. 
Thankfully, there seem to be more 
events that are at least somewhat 
entertaining than those that bore you 
right from the start. Soccer and Rugby 
may be a bit dumbed down when 
compared to their real-life counter- 
parts, but they definitely offer up a 
good measure of fun. The real stand- 
out events here are Equestrian, 
Rhythmic Gymnastics, Archery and 
Javelin Throw. These events play very 
well, offer up interesting and engaging 
gameplay and keep you coming back 
for more. The high score hunt and 
challenge modifiers when going up 
against the computer make them 
really entertaining. It almost makes 
you wish the Mario & Sonic series let 
you piece together your own package 


of events to make the Olympic outing 
that's most entertaining to you. 

Sadly, the rest of the events are 
either too simple and boring, or they 
just aren't any fun at all. The real sore 
thumb of the group seems to be BMX, 
which is an event that makes you feel 
like you're only loosely in control of 
what's going on. The pre-canned ani- 
mations mixed in with the very short 
length of the event makes it one 
you're likely not going to return to. 

Even with the lesser-quality events, 
you always have the ability to throw 
multiplayer into the mix. While you 
can go up against leaderboard scores 
and ghost challenges of real-life 
people, bringing friends into the scene 
for local multiplayer is definitely the 
best bet. Even the worst games can be 
made better with real-life friends, and 
the games included here that are fun 
only get better with your buddies 
playing against you while sitting on 
the same couch. 

Mario & Sonic at the Rio 2016 
Olympic Games offers a few bells and 
whistles to keep you plugging away at 
the game's main events, such as new 
Mii clothing and more. That said, it's 
the handful of decent-to-fun games 
and local multiplayer that'll make you 
smile most. Grab some friends and 
give it a go, as there's certainly fun to 
be had. - KEVIN C. 
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MARIO & SONIC AT THE RIO 2016 OLYMPIC GAMES 


THE NOVELTY'S GONE. 

Back in 2007, when Mario and Sonic first teamed up to star 
in their first official Olympics game (released nine months 
before the Games in Beijing actually began), it was easy enough 
to forgive the lacking quality of the game itself — it was a must- 
own for many just on the strength of its never-before-seen 
crossover of gaming's two greatest platform-hopping heroes. 
We all waggled our Wii Remotes happily, giddy to see these two 
legends taking each other on, burying the hatchet of the vicious 
16-bit console wars from 15 years earlier. 

But now, nearly nine years later, all the "Mario & Sonic" 
brand has done is continue to churn out more and more official 
Olympics adaptations. Minigame collections again and again, on 
both Nintendo's consoles and handhelds. We've been to Beijing, 
Vancouver, London and Sochi, and now we're heading to Rio de 
Janeiro for the same style of game. Again. 

It's gotten old. The novelty is gone. 

Now, this 3DS version does at least make an effort to present 
something new. Rather than offering up only minigames from a 
menu, there's a new story mode that casts you as your Mii char- 
acter arriving in the city of Rio as the Olympics are about to 
begin. Immediately, you're approached by two characters - one 
wearing a Mario costume and the other in a Sonic suit – and 
they try to recruit you to join either Mario's gym or Sonic's gym. 
After making your selection of which side to support, you'll hop 
around to different locations in Rio, interacting with both Mario 
and Sonic series characters and taking part in every kind of 
sporting event minigame in the package. 

Your overall goal is to go for the gold, in every different 
event (which calls into question the athlete registration rules in 
Rio, if they're letting just any old gym rat walk in off the street 
and compete in front of millions of spectators). I'm fine with 
that bit of weirdness, really. What's more odd to me is how the 
game encourages you to train for each еуепі... by competing 
in entirely different events. 
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"Oh, you're competing in the Archery event tomorrow?" a 
character like Toad or Princess Peach will say. "Then I think you 
should get ready by playing some Table Tennis!" Huh? What? 

So you play rounds of all of these other sports to earn money 
that can be spent on better clothes. The better clothes have 
better stats, like boosting your overall running speed, so in а 
roundabout way you're helping yourself in any event by playing 
all the others. 

| just wish the actually playing of the events were more fun 
than it is! Every sport is distilled down into super-simple single 
button presses or isolated slashes across the touchscreen. 
There's no depth or complexity to any of them, and they're all 
over before you know it, tossing you back out on the street to 
run around and find more Mario and Sonic characters to talk to. 

After nearly a decade of developing these games, it boggles 
my mind that at least some of these sports aren't better than 
they are! There's a whole separate Mario Golf series. It's great. 
It has been great for decades. So why is the Golf component of 
this package saddled with a totally different control scheme 
than the perfect one Nintendo's presented elsewhere since the 
N64 era? The same goes for Soccer. The Mario Strikers games 
are right there, and yet rather than build on that strong founda- 
tion, Sega's development team must be being commanded to 
start from scratch every single time. 

It's the kind of thing that makes you call into question just 
how friendly the partnership between Nintendo and Sega really 
is as this series lumbers along, making seemingly no progress 
with each passing installment. Maybe the Big N's happy to loan 
out the Mario characters, but not willing to loan out any 
employees who could help guide the games' actual creation? 

This latest portable attempt does try to do something new. 
But "Mario & Sonic" needs something truly new to recapture its 
novelty – something that isn't just another Olympics. - LUCAS 
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ASK THE 
FORCE 


ENOUGH WITH THE 
OLYMPICS! HOW 
SHOULD MARIO 

AND SONIC REALLY 

CROSS OVER? 


REBECCA 
Dance Dance Revolution: 
Mario & Sonic Mix. 
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LINDSEY 
Mario Teaches Sonic 
How to Type, obviously! 
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CHRIS 
We don't need the entire 
Olympic lineup - bring 
back Track & Field as an 
eShop game and give 
Mario a Dash Pepper so 
he has a sporting 
chance! 
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THOR 
Both of these guys are 
legendary platforming 
pros - give us a legend- 
ary platforming game! 
Mix the worlds of Sonic 
and the Mushroom 
Kingdom and let's see 
who truly is the best! 


T 


DAVID 
| think Thor and | are оп 
the same page. They 
should make a game like 
Sonic Generations, but 
instead of splitting 
between Classic Sonic 
and Modern Sonic, split 
it between Sonic and 
Mario! 


ра 


ВКЕТТ 
Both of their kart series 
are stellar. How about 
Mario & Sonic at the 
Racing Championships? 


Draw with Your Kids! 


MY SON CARTER got a camera last 
Christmas. He's still just four years old, so 
we don't yet know what his real interests 
will be. Will he be a young sportsman, 
playing on soccer and baseball and basket- 
ball teams every time he gets a chance? Will 
he be a book lover, spending his leisure 
hours lost in the pages of novel after novel? 
Perhaps a photographer, enchanted by the 
ability to capture moments in the world 
around him with the simple press of a 
shutter button. 

t's that last one that we were investigat- 
ing by giving him the gift of a camera - just 
one of those little starter ones built just for 
kids. How can he ever know what his real 
interests are himself unless we give him a 
chance to dip his toes into the waters of as 
many different options as possible, right? So 
we play sports with him. And we take him to 
the public library. And we get him a little 
camera. And then we step back a bit and 
watch, waiting to see just which things 
spark his imagination more than others. 

Disney Art Academy is the kind of tool 
that parents could use to see if their kids 
have any real interest in art. Every day I’m 
amazed at the skill in painting, 3D modeling, 
animating and sculpting I see displayed 
across the Internet by so many talented 
individuals - but all of those individuals had 
to start somewhere. Their patience and 
their practice got them to where they are as 
adults, but it was at some point when they 
were kids — likely thanks to the encourage- 
ment of a great parent or teacher - that 
they took their first steps toward artistic 
excellence. This game may very well facili- 
tate those first steps for a new generation. 

That's not to say that it's all that great on 
its own. There's no inherent magic in this 
software, especially since it seems to largely 
be a reworking of 2014's Pokémon Art 
Academy, with Pikachu and his Pocket 
Monster pals rotated out in favor of the 
Mickey Mouse gang. But because so many 
different recognizable characters are here — 
characters whose appeal spans the age gap 
between kids and adults - this is a piece of 
software that comes packed with the poten- 
tial to be an excellent point of connection 
for parents. 

The game begins with you stepping into 
the role of a new student enrolled at a 
tropical art institute - like a summer camp 
centered on learning all kinds of different 
techniques for illustration. (Also taking part 
in each of these tutorial classes is a pair of 


= 


NINTENDO 
HEADSTRONG GAMES 


76 ISSUE #22: THE FIGHT AGAINST TIME 


other beginner-level art students whose 
work is always intentionally pretty terrible, 
in order to build your confidence.) One at a 
time, you'll be offered the opportunity to 
learn about composing facial expressions, 
constructing characters from simple shapes, 
the theory behind color selection, the 
importance of shaping strong silhouettes 
and much, much more. 

Each one of these lessons is taught with 
the help of a popular Disney character 
serving as the subject matter on the canvas 
- so it's not just a generic face you're 
learning to draw emotional expressions on; 
it's Nemo. It's not just a nameless hero 
whose silhouette you're composing; it's Mr. 
Incredible. It may seem like the simplest 
observation possible that Disney Art 
Academy succeeds because it's an Art 
Academy game with Disney characters in it, 
but | think that simple hook really does 
work - these mascots are so memorable 
and known so far and wide that they make 
every activity enjoyable. 

And, again, their inclusion makes this a 
game that can unite the generations. I don't 
know how impactful Disney Art Academy 
would be if you simply bought it for your 
son or daughter and then stepped back, 
waiting to see if it sparked their imagination 
- rather, I think this is a case when you'd 
want to sit down right alongside them and 
play through its art tutorials together. That 
time spent celebrating successes and 
laughing at failures together could be the 
catalyst for a lifelong love of art! 

And for all of you out there who don't 
have kids, my apologies for fixating so fully 
on that idea throughout this piece - but I 
think that's where Disney Art Academy fits 
best. As an experience played alone, it's 
much less interesting. There's a kind of calm 
fun to be had in following along with its step 
-by-step instructions and ending up with an 
image that looks mostly similar to what the 
result was intended to be. There's also fun 
to be had in deliberately ignoring the steps 
assigned to you by the in-game teacher and 
just going wild with your own take on each 
character. But | don't think either of those 
lonesome activities would justify a purchase 
of this game for just one player. 

No, if you're going to 
enroll in an Academy, 
you'll want to have 
another student to 
share the experi- 
ence. Perhaps 
Carter will draw 
with me, in a few 
more years. - LUCAS 
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trying to play this game on older, original 305 hardware, and | echo that warning.) | was pleased at 
my delayed decision almost immediately, as Linkle is a total blast of a character to use on the battle- 
field. Her dual crossbows are incredibly satisfying to wield — especially when you trigger the fleeting 

moments of first-person view and carve up whole swathes of the enemies' armies with the camera 

right behind Linkle's back. Linkle herself is delightful, constantly getting lost in cutscenes even 
though she carries a massive compass around her neck; it's easy to see why so many fans have taken 
to her so favorably and so quickly. The new Wind Waker-inspired missions take a long while to reach, 
as you've got to clear all of the rest of the game's single-player story missions before they're 

unlocked. They're fun, but they didn't blow me away. Really, replaying all the older Wii U missions was 

more fun than I thought it would be, because the new feature of being able to quick-swap between 

different heroes in the same battle is spectacular. І hope that returns in a new sequel! - LUCAS 
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OPERATION BLUEBIRD: MISSION COMPLETE! 


When it looked like Zero Time Dilemma was doomed, these fans rose up to demand it! 


FOR WHATEVER REASON, the Zero Escape 
series has not proven as popular in Japan as it has 
here in the West. There’s such a discrepancy, in 
fact, that development on Zero Time Dilemma was 
put on hiatus in early 2014, and Kotaro Uchikoshi 
wasn't sure whether or not he'd ever get to finish 
the third chapter in his planned trilogy! Luckily, 
though, one enterprising group of supporters 
helped bring it back from the brink. We tracked 
them down to have a talk! 


NF: First up, can you each introduce yourselves? 
I’m Admin Luna! The youngest of all our 
admins. 
Hello! I’m Serena, also known as Admin Sol of 
Operation Bluebird! 
My name is Brendan! I’m Admin Saturn, 
the fairest of the Bluebirds. 
My name is Martin, better known as 
Admin Mercury. I’m 19 years old and from Germany 
and а member and admin of Operation Bluebird. 
I'm Nick, also known as Admin 
Neptune from Operation Bluebird. 
1 am Admin Jupiter, formerly Admin Zero 
of Save Zero Escape. They often refer to me as the 
Tenmyouji of the group since I'm the oldest. Also, I 
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believe in the field, to an extent. 


For those who don't know yet, what is Operation 
Bluebird, and why was it first started? 

It’s a fan campaign, created to 
convince Spike Chunsoft to greenlight a sequel for 
the Zero Escape game series. It was started quickly 
after director and writer Kotaro Uchikochi 
announced that the project was put on hiatus for 
an indefinite period of time. 

It was originally led by another admin, 
Eric, who intended to raise support for the series in 
order to try and sway higher-ups into giving the 
third game a shot. Years of silence kinda wore him 
down though, so he left. He noticed our efforts in 
making other fan pages though, so he offered to let 
us take up the torch. 

As the others said, it was originally a 
fan movement to get ZTD made; now, it's a fan 
page for all things Zero Escape. 


What drew you to the Zero Escape games in the 
first place? Why did you feel so strongly about 
getting a third game that you'd form this fan 
movement? 

Honestly? For me it was Virtue's Last Reward, 


the second game in the series. It was on sale in the 
Nintendo eShop and І had some spare cash lying 
around. It sounded interesting as a mix of puzzle 
gameplay, visual novel style and a mystery/sci-fi/ 
thriller plotline. As soon as | downloaded the game 
though, | was hooked for four days straight! 

| was brought onto the team after ZE3 was 
announced, so I can't say much about the forma- 
tion of OB. However, I remember finishing VLR and 
having all these questions that | needed answers 
to. | did some research and found out that Zero 
Escape 3 was, | might say, in a dilemma. So, that 
needed to change. 

To be honest, І bought 999 on its launch 
day on a whim, but it quickly became my favorite 
game, and Zero Escape my favorite series. The 
story is amazingly crafted, the topics of discussion 
are intriguing and it centers around the idea that 
we all impact each other in "unseen" ways. 


As the community came together, what steps did 
you take to get the Zero Escape series developers 
to take notice? 

Originally we encouraged people to sign 
up and send in photos of their games, requesting 
that the sequel be made. We also promoted art and 


cosplay, and reached out to many websites to write 
articles about our grassroots movement. Eventually 
it became more about maintaining the community 
itself. 

That part was all due to the fans. It 
was their support that got the game made - it just 
took our page as a way to voice that support to 
Spike Chunsoft, Aksys and Uchikoshi-san. 


At about the one-year mark after the game's 
"indefinite hiatus" had been announced, did you 
feel optimistic about its chances, or were people 
starting to give up? 

| was optimistic at first, but kinda gave 
up after the first few years of silence from both 
Operation Bluebird itself and the developers. 
Eventually that disappointment became a bitter 
and righteous anger though, and that was what 
fueled my determination to start up another page! 
After Zero Escape 3 was announced, that page was 
acknowledged by the original Bluebird admin, and 
our efforts were rewarded! Never give up, people - 
when you make an honest effort toward something, 
others will notice and help you toward that goal! 

| definitely think that in a lot of ways, 
people never gave up. It may have been something 
that we thought about less frequently, but the 
posts to Operation Bluebird's wall never actually 
stopped. I think we owe it to our combined perse- 
verance that Zero Time Dilemma is being launched. 


How ecstatic were you when it was announced in 
mid-2015 that development was back on? 

The first thing | did as soon as it was 
announced was | went and preordered the game. | 
was pretty excited honestly - the countdown really 
helped build up the hype! 

| actually did a victory dance in my bedroom, 
as well as shedding a couple of tears. So pretty 
ecstatic І guess! 
The countdown site had us hyped for a 
long time, so the build-up was huge. At the day of 
the reveal | was on vacation in Spain. The Wi-Fi in 
my hotel was very slow and the stream didn't really 
work, but I was smiling the rest of the day! 

1 was with my friend Dakota at Anime 

Expo, and we were ecstatic! | was the loudest voice 
in the crowd, to the point of annoyance for some of 
the Aksys employees themselves, ha. І entered that 
day faithful though - there was no doubt in my 
mind! І brought my original cover case and got it 
signed by Mr. Uchikoshi himself, whereas all those 
other nonbelievers had to settle for buying the 
reprint copies at the event to get signed, ha. My 
dedication is unrivaled! 


With Operation Bluebird's primary goal achieved 
roughly one year ago, what have you been up to 
since then? 

We've been promoting the series with regular 
posts about the status of Zero Time Dilemma for 
the most part. The highlight of the year, I think, 
was having one of our admins attend Uchikoshi's 
ZTD press release. Also, we recently held an art 


contest, which we're in the process of judging right 
now. Essentially, we were lucky that the fandom is 
so community-based, because we were able to 
continue our activities even after the original goal 
was achieved! 

That lucky admin was me! It was pretty 
cool, but I forgot to get a selfie with Uchi. The 
regret is killing me! 


What's the plan for the future? Will you now 
campaign for another sequel, or move on to other 
things? 

This kind of relates to the last question, but 
unless Uchikoshi feels the need for another story to 
tell, I think we'll just keep doing what we've been 
doing. 

The trilogy is finished after Zero Time 

Dilemma, so we possibly won't see another sequel. 
But we'll still keep our fans informed about 
Uchikochi's next project! We haven't really decided 
if we should cover similar visual novels too, or just 
focus on Zero Escape. 

| mean, I'm under the impression that ZTD is 
going to wrap up most loose ends, so | wouldn't be 
interested in another sequel. If Uchikoshi feels like 
there's more to tell, then perhaps, but otherwise 
not. Beyond that, I'm not sure what we'll do! 


Finally, you've got Carlos, Q and Diana to pick 
from. Which one's story are you most interested 
to play first? 

Carlos, of course, because it deals with 


Akane. Although I'm also very excited to learn 
about the background of Diana and Phi, and I’m 
sure Q and his group will turn out to be more 
important than they currently seem... 

While Q is my least favorite character, Mira 
and Eric are really interesting. They're also the only 
team with completely new characters. I'd have to 
go with Q-Team. 

Ooh... this is a tough question... 
Q-Team just seems like the most chaotic and dys- 
functionally unhinged team, so | would be curious 
to see their story first. 

Definitely Carlos’ route; I’m desperate to see 
the new-and-perhaps-not-improved grumpy Junpei 
in action! 

I'm not really sure, to be honest. I’m 
most interested in Diana's team, so ГИ probably 
play that last. | think Carlos' team would be a good 
place to start! 

Carlos looks rad and Diana's got some 

old favorites too, but I'm really intrigued by Q's 
team! Q is a mysterious character for sure, and 
Mira gives off some strange vibes, making me want 
to see how her story plays out. On the more light- 
hearted side of things, what I saw of Eric at the San 
Francisco event was hilarious, so Гуе already taken 
a liking to him. ГИ pick Q-Team for sure! em 
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PIXEL ART 


THE ART OF DEMAKING 


Reimagining modern games with retro style. 


WHAT IF THE Super Smash Bros. series had gotten started one console genera- 
tion earlier than it actually did? What if, instead of waiting until the Wii, Nintendo 
sent Mario to outer space to explore the Galaxy in the 16-bit era? Or how about 
Bayonetta - there’s no series of games that’s more action-packed and over-the- 
top than that one here in this day and age, but imagine for a moment that it had 
debuted as a vertically scrolling shooter housed inside a coin-op cabinet in the 
early 905. You needn't let your brain do all the work of picturing what any of 
those games might have looked like, way back when, thanks to the online commu- 
nity of pixel artists who ply their trade with the practice of "demaking." 

The three examples you see here come from Markus "Junkboy" Toivonen, and 
were part of a set of such images he published back in 2010. His artistry was so 
striking that he was offered a job at Minecraft developer Mojang, where he's been 
working since! He's not the only demaker out there, of course, but the best of 
them all adopt his same approach of honestly trying to envision what newer game 
designs would have looked and played like, had their development companies 
really tried to pull them off on older hardware. 

Super Smash Bros. on the Super NES? Not too hard to picture, as it's easy 
enough to imagine an alternate history in which it would have been the game that 
proved the point of the four-player Super Multitap adapter, even more so than 
Super Bomberman did. Super Mario Galaxy, also on the SNES? A bit tougher, but 
there was that boss fight in Yoshi's Island against Raphael the Raven that took 
place on all sides of a spinning planetoid, so Nintendo could have leapt off that to 
make а full game. And Bayonetta in the arcades? | would have dropped a whole 
month's allowance of quarters into it after being drawn in by its attract mode! 

Of course, this category of demakes is purely visual - just still screenshots. 
Some creators go even further than that, making full playable games! - LUCAS 


jnkboy.deviantart.com 
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SUBMISSIONS OPEN! 


Have you seen any demakes online that have caught your eye? 
Or do you have ideas for other fan-made works that you think we 
should feature? Email us at Community@NFMagazine.com! 
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FAN-MADE FRONTIERNAY 


The definitive guide to exploring the planet Mira. Not by Nintendo! 


HOW DO YOU spend your free time? Playing 
video games is a safe assumption, as is reading 
magazines (at least this one), but one fan named 
Jahed Ahmed has taken his love of Nintendo's game 
worlds to the next level. Using a degree of profes- 
sional programming prowess that boggles my 
mind, he's built an interactive, browser-based 
application that recreates the FrontierNav map 
interface from the recent Xenoblade Chronicles X. 
It's better than what the game itself offers! 

You can check it out yourself right now, if you 
like — signing in with with your Facebook, Google or 
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Twitter accounts to get your exploration started. 
(Though you can browse without logging in, too.) 
The entire, massive game map representing the full 
explorable area of the planet Mira is there, with 
icons placed all over to designate the areas where 
specific collectible items, enemy encounters and 
data probe sites are located. Clicking on any icon 
brings up further information about it (like data 
probes' production and revenue ability), and links 
to the off-site Xenoblade Chronicles X wiki let you 
dig deeper into any interesting topic you may 
stumble across while browsing around. 
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Welcome to FrontierNav 


Use this guide to find collectibles, materials, 
locations and more. 


This project is o work in progress. 


Recent Changes 
Send Feedback 
Donote 


Cookies and Local Storage is used to keep track 
of your progress and to improve the experience. 
More info. 


The best part of this FrontierNav project, to me, 
is that it looks so professional! Jahed used the 
same fonts, sounds and stylings of the game to 
make it a cohesive match. I got in touch with Jahed 
to ask him how he had the skills to pull this off, and 
he said, "Even when I started the project, | didn't 
know а lot of the stuff | needed to. So, as always, | 
just Googled it and learned as I went - learning 
about geological coordinates, projections, hexago- 
nal grids, graphs, optimization problems and a 
whole lot more. It's amazing what you can learn 
from just Googling something and applying it." 

As for why he picked Xenoblade Chronicles X as 
his subject matter to adapt, he noted, "Xenoblade 
Chronicles X is probably one of my favorite games 
in recent years, as is the original Xenoblade 
Chronicles. But like the original, the user interface 
is awful! If you found something once, whether it's 
a location, collectible, NPC or enemy, for the most 
part the game doesn't remind you where you found 
it, so you end up having to find things over and 
over again. It was just really tedious. | didn't have 
this issue with other recent open world games, so 
this just seemed like a first." It's true - though I 
gave the game a glowing review a couple of issues 
ago, its in-game tracking of the hundreds of differ- 
ent collectibles it offers leaves much to be desired. 

Jahed is still updating his FrontierNav with new 
features on a regular basis, and says he's worked 
on it for about six hours a week for the last four 
months. That's dedication! But he's not getting tired 
of the project, and in fact already has his eye on a 
future open world game that he'd like to map-ify in 
a similar manner: The Legend of Zelda: Breath of 
the Wild. | can't wait to see that one too! - LUCAS 


frontiernav.Jahed.io 


patreon.com/Jahed 
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TIME CAPSULES 


| have nearly every issue of Nintendo Power. That should come as no surprise - we formed the 
Nintendo Force and started this magazine in order to keep NP's legacy alive, so of course the 
Editor-in-Chief of NF should have access to the full range of the original inspiration. (Well, almost the full 
range. Of the 285 total issues, I'm still missing three.) 


| keep them all where I can get to them fairly easily. They're on hand - not boxed up and sitting in the 
attic, or tucked away in a storage locker somewhere. | get them out and flip through them regularly. And 
each time | do, I feel like I'm traveling back in time. 


There's a power that print magazines have - a permanence. Existing as a real, tangible, touchable 
thing, their content can endure well beyond any digital equivalent. The Internet today is fast - frighten- 
ingly so. If anything newsworthy happens anywhere in the world, millions will know about it in mere 
minutes thank to social media. And online games journalism races to keep up! When a game's review 
embargo lifts, you get an avalanche of evaluations from dozens of different sites simultaneously, 
everyone battling it out in the red ocean frenzy of fighting for your clicks first. 


Meanwhile, NF's over here swimming in the blue. We'll never be the first ones to bring you a review. In 
fact, we'll almost always be the last! | mean, my goodness, I just put Zero Time Dilemma on the cover of 
this issue, and it's already on sale in stores, and yet Гуе asked you all to wait until next time to read our 
review of it. Isn't that a little insane? Shouldn't we be moving a little faster over here? 


| don't think so. If speed is what you need, there are probably 20 different sources all tweeting at you 
to check out their reviews and YouTube videos the instant each game's PR company allows them to do so. 
Here, our goal is different. Here, our goal is to publish time capsules. 


We're in this for the long haul. We're building up a library that chronicles the entire story of what these 
years have held for Nintendo fans - a physical, tangible library that you'll one day be able to flip back 
through, at your leisure, with your own two hands. Tweets fall away from your feed in seconds flat. Online 
reviews and videos disappear into the depths of the Internet, hopefully accessible forever, but who 
knows? Game sites are folding and shutting down their servers all the time. 


So I prefer Nintendo Power's classic approach. Great game coverage, with news, reviews, previews and 
features presented in fixed, physical form. Going back to read any of those old issues now instantly trans- 
ports you back to each different era in Nintendo history, and it's wonderful to be able to look back on 
what was going on then with the perspective we have now - like re-reading the first chapters of a book 
when we already know the ending. (It's why we keep the Warp Zone feature going in Retro every issue, 
you know.) 


Thanks for your patience in understanding that we're not trying to be the fastest out of the gates with 
any particular piece of content we produce. Because we've got our eyes on the future - on building up 
that library of time capsules that we, and future generations, can look back on 
to remember each different piece of the Nintendo story, as it played out. 


Oh, and if any of you out there have extra copies of Nintendo 
Power's Issue #3, #7 or #8, those are the ones I'm missing! 
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